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PBS’ NEW TECH 
TIMES COVERS 
HOME ELECTRONICS 


The most dynamic, talked- 
about industry of the 80's, 
with $20 billion a year in 
sales -- consumer electronics 
-- is the subject of a new 
pa oe television series, 
HE NEW TECH TIMES, This 
weekly PBS show, the first 
designed to help viewers onpe 
with the fast-changing world 
of computers, video and other 
home electronics, premiered 
pag October 20 at 9:30 
ee (EST) on PBS stations 
eheck your local listings 
for times and dates in your 
area), The production is un- 
derwritten in part by Wausau 
Insurance Companies, 

Hosted by author, colum- 
nist, radio personality and 
former FOC commissioner Nic- 
holas Johnson, the half-hour 
weekly series will explore 
home computers, satellite 
dishes, cordless telephones, 
robots, videodise players, 
video games, the digital au- 
dio dise and other exciting 
new technologies. 

In the first show, Peter 
MeWilliams, author of the 
best-selling THE PERSONAL 
COMPUTER BOOK, offered down- 
to-earth advice on buying a 
home computer. Other segments 
included how one family 
learned to live with the 
computer; an inside look at 
how the first laser dise 
videogame, DRAGON'S LAIR, was 
made plus a sneak preview of 
what's coming next; possible 
harmful effects of exercise 
videocassettes; and a tongue- 
in-cheek commentary by NBC's 
Edwin Newman on "bits, bytes, 
RAM's and ROM's" and how 
they're changing the way we 
talk. 

The second show helped 
viewers deal with the coming 
breakup of AT&I and showed 
them how to buy their own 
phones. It also reported on 
video piracy, what it's like 
to live in an electronic 
cottage, plus a review of one 
of the lastest video games. 

Following shows have aired 
segments with science fiction 
author Isaac Asimov, consumer 
advocate Ralph Nader, MEGA- 
TRENDS author John Naisbutt, 
and Stewart Brand, founder 
and publisher of THE WHOLE 

SOFTWARE CATALOG. Also 
covered or soon to be covered 
are such topics as the latest 
breakthroughs in artificial 
intelligence, interactive 
mystery videodises, computer- 
ized movie making, censorship 
of cable television, 3-D ani- 
mated home video games, cre- 
ating art electronically, how 
to use robots in your home, 
"electronic bulletin boards," 
a visit with a “high-tech 
farmer," and reports on elec- 
tronie banking and home se- 
eurity prea 

Host Nicholas Johnson said 
THE NEW TECH TIMES is "in- 


(CONTINUED ON PAGE 3) 


THREE NEW ATARI TITLES RELEASED 





Three new Atari games, in 
2600 VCS and 5200 formats, 
have hit or will soon hit 
retail outlets everywhere, 
The much-awaited titles, MOON 
PATROL, PENGO and DIG DUG, 


tunneling underneath boul- 
ders, causing them to fall 
and crush his foes. Or, with 
his handy underground com- 
pressor, he can pump up the 
bad guys until they explode. 





MOON PATROL (Left) and DIG DUG (Right), only two of three 
current arcade hits out from Atari for the 2600 and 5200. 





are all 
arcade games, 

DIG , the Atari arcade 
sensation, is now available 
for home play on the 2600 VCS 
and 5200 SuperSystem. [t's a 
colorful maze game with a 
twist -- the player creates 
his or hersown maze for Dig 
Dug, the dauntless miner, by 
digging tie“ the earth, 
Caution must be used, for 
each shovelful may unearth 
"Pooka," a Saloon: {ii erea- 
ture with yellow goggles, or 
a bad-tempered,fire-spitting 
dragon named "Fygar." Contact 
with either meanie will cause 
Dig Dug to wither like an 
unwatered flower. Dig Dug can 
outsmart the bad guys by 


WICO 5200 
ANALOG STICK 
NOW AVAILABLE 


The new WICO Analog Joy- 
stick and Adaptor, designed 
exclusively for the Atari 
5200, should now be available 
in retail outlets everywhere. 
According to WICO spokesper- 
sons, the WICO Command Con- 
trol analog is the only ar- 
eade-size joystick currently 
available for the Atari 5200. 

Features of the new WICO 
5200 stick inelude: A self- 
centering mode which delivers 
arcade action and feel; a 
non-centering mode for a 
free-floating feel; two in- 
dependently functional arcade 
fire buttons; external trim 
controls that provide precise 
on-screen centering and are 
easily adjustable by hand; 
and WIOO's own Y-cord adaptor 
for easy connection and simu- 
ltaneous use with the keypad 
portion of the original 5200 
controller. 

The new joystick comes 
with a one-year limited war- 
rantly and should retail for 
a suggested retail price of 
$34.95. 


based on popular 





Bonus points are also earned 
when various vegetables ap- 


pear, if Dig Dug can munch 
them before they disappear. 

Atari's DIG DUG features 
all the game play and strate- 
gy of the coin-op hit, with 
eight separate advancing 
screens, one- or two-player 
options and two skill levels. 
peste retail price for 
DIG DUG will be $35.95 for 
the VCS version and $40.95 
for the 5200. 

In Atari's MOON PATROL, 
the player cruises the un- 
eharted surface of the moon 
as deep craters and gigantic 
boulders threaten to destroy 
his or her moon buggy. Over- 
head, alien ships try to 
thwart the gamer's mission, 
and the player must try to 
ward them off. The idea is to 
finish a mission within a 
given time period. Points are 
earned for jumping over the 
craters, blasting rocks into 
pieces before a collision 
takes place and for zapping 


(CONTINUED ON PAGE 3) 





VCS QUICK STEP, LASER GATES, 
OUT FROM IMAGIC 


Imagic, Incorporated, has 
released two new titles for 
the Atari 2600 VCS; QUICK 
STEP and LASER GATES. Both 
games should already be a- 
vailable in retail stores 
everywhere, 

In QUICK STEP, players 
race one another to claim 
possession of multi-colored 
trampolines before they 
scroll off the sereen, always 
careful not to leave the 
sereen with them. It's a non- 
violent jumping game that can 
be played by two players at 
the same time, or by one 
alone. 

In LASER GATES, players 
must navigate the Dante Dart 
through the caverns of the 
Cryptic Computer. represented 


by an uneven horizontally- 
scrolling channel. Radar Mor- 
tars, Rock Munchers, Homing 
Missiles and ByteBats must be 
blasted out of the way. The 
amer must also blast his or 


er way through Densepack 
Columns, time his or her 
approach in order to surviv- 


ing Flashing, Flexing and 
Fixed Forcefields and avoid 
colliding with the jagged 
walls of the Computer itself. 
The goal is to reach and 
destroy each of the four 
Failsafe Detonators inside 
the Computer, to keep the 
ne or ee computer from 
obliterating the Universe, 

Imagie, Incorporated, 981 
University Avenue, Los Gatos, 
CA 95030, (408)399-2200. 


IN THIS ISSUE: 


Section/Feature: 


MONTHLY HOME VIDEO GAMES NEWS..... 


Page Number: 


oe ny 


The editor speaks 


In Brief 
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The first of a new annual feature! 


BINARYVISIONS....... 


Mike and Alan review all the latest games 
IMPORTANT NOTE: Our current bi-monthly condition 


is onl 
figure 


temporary. Since all subscriptions are 
on a "ni r-of-issues" basis, the number 


of issues remaining in all subscriptions will 
remain unaffected. Monthly publication of THE 
LOGICAL GAMER is scheduled to return with the 


March, 1984 issue. 





oo" The | 
gait? GAME BRAIN 


Now you’ll enjoy your Atari°2600™ even more! 





The Game Brain” is a machine that is used along with your Atari? 2600” VCS anda standard cassette tape recorder. 
The Game Brain™ allows you to transfer your Atari 2600™ and other compatible games*** from cartridge form to 
ordinary audio cassette tape! The quality of this backup copy is exact. And it can be played over and over again by 
using The Game Brain”. 


With The Game Brain”, there's finally an easy way to organize your entire video game collection ontoa single blank 
cassette tape for your own personal use! Just imagine putting this vast array of games at your fingertips. .. 


Whether you own 10 video games or 100, this is what The Game Brain™ will do for you: 


e Create a mass storage system for your video games. 
e Provide easy loading and easy retrieval of your games. 
e Produce a backup copy (adaptation) in just a matter of seconds. 
e Give you a simple system to organize your games. 
e Insure against the loss or destruction of your expensive game cartridges. 


e Enhance the overall enjoyment of your Atari® VCS”. 


The Game Brain™ comes complete with an instruction booklet, helpful hints on videogaming fun, alog book for your 
high scores, and a full 90 day warranty. The Game Brain™ by SuperVision”. 








¢t at 6 Currently available through mail order, so act fast! Order The Game Brain™ today! 
oh" As a pre-holiday bonus, if your order is one of the first 100 received, we'll send you a limited edition 

t e Game Brain™ T-shirt (valued at $10.00) FREE! Don’t wait. Order now! 
es 
1 I 

Please send to: Quantity Item Total I 
I SuperVision, Inc. ai Byal 

mi me Brain 
I site tigi Rag $98.95 ea. $ 1 
I Bristol, Shipping & ~ | 
(203) 582-2651 Handling The = 
I $3.00/item $ GAME BRAIN ! 
I Name) (Please Print) — Sales Tax* $ I 
I Address Sao ———— TOTAL $ 1! 
I City/State/Zip “CT residents please add 72% sales tax I 
I Enclosed: 0 Check CMMoney Order | 
QO MC O Visa Please state your T-Shirt size: l 

1 Card #2 ._--__—sdEExp. Date Children 
I Signature $6-8 M 10-12 L14-16 I 

Please allow 6-8 weeks for delivery. Adults I 
I If not satisfied, return The Game Brain™ within 10 days for a full retund. $ 34-36 M 38-40 L 42-44 XL 46-48 ATTN-1A4 
] I 


***Note: The Game Brain™ works with most Atari* 2600~ and other compatible game cartridges 
Atari 26007 and Atari* 2600 VCS* are registered trademarks of Atari. Inc 
The Game Brain™ and SuperVision” are registered trademarks of SuperVision. Inc. 


Dealer inquiries welcomed. 





CBS ANNOUNCES VCS OMEGA RACE, MOUNTAIN KING, 5200 INCREDIBLE WIZARD 


CBS Electronics announced 
the October release o 
RACE with their exclusive RAM 
PLUS Power Chip, for the 
Atari 2600. This frenetic 
space chase is based on the 
popular Bally Midway arcade 
game of the same name. 

The Omegans, a superior 
alien life form, have spent 
countless eons perfecting 
their method of defense, code 
named OMEGA RACE, They have 
defeated all invaders in 
their own star system and now 
roam the galaxies looking for 
new challengers. Players en- 
tering this space race score 
points by wiping out increas- 
ingly deadly waves of Omegan 
Warrior Ships (seven at a 
time). The egan Fleet is 
composed of geet oe wee 
Ships, laser-firing Command 
Ships and ominous Death Ships 
-- madly-spinning space as-~ 
sassins that fire laser 
blasts and leave a trail of 
explosive Photon Mines behind 
then. 

The longer a player sur- 
vives, the more difficult the 
race becomes. Photon and Va- 
por Mines sppee throughout 
the arena and must be either 
blasted away or bashed into, 
To sueceed in OMEGA RACE and 
beat the Omegans at their own 
game, a player must first 
master the art of ricochet- 
ting off the walls of the 
arena and using his or her 
thrust to fullest advantage. 

OMEGA RACE is a gare for 
one or two players and comes 
with a free BOOSTER-GRIP vate 
stick Adaptor for complete 
-eontro 


oe: - 

Also slated for October 
release, but still not avail- 
able for review at press 
time, was CBS' MOUNTAIN KING 
for the Atari 2600, also 
using their new RAM PLUS 
Power Chip. 

MOUNTAIN KING is a mys- 
tieal trek through diamond- 
laden mines that ultimately 
lead to the secret Temple 
Chamber and the Explorer's 
ultimate goal: the priceless 
Golden Crown, 

With the help of the RAM 
PLUS Power Chip, CBS Elec- 
tronics was able to bring the 
same unique features of - 
TAIN KING for the Atari 
400/800/1200XL and Atari 5200 
(described in last issue's 
news) to this Atari 2600 
cartridge. Those features 
include: The invisible Flame 
Spirit, hidden 
chests, treacherous Cave 
Bats, the Giant Green S ider, 
multiple progressive diffi- 
culty levels, the Flashlight 
and, last but not least, the 
haunting theme music that 
tells the Explorer when he or 
she is near the Flame Spirit 
and when time is about to run 
out. 

MOUNTAIN KING is a one- 
player game that is also now 
available for play on Atari's 
400/800/1200XL home computers 
and for the Atari 5200 Super 
System. 

CBS has also released, or 
soon will, a translation of 
THE INCREDIBLE WIZARD, for 
use with the Atari 5200 Su- 
perSystem, hailed by the com- 
pany as an exact graphic 
replica of the popular Ball 
Midway arcade game from whic! 
it is derived. 


treasure 


Players must enter the 
dungeons of the diabolical 
Wizard of Wor and become 
Worriors who accumulate 
points by doing away with the 
nasty inhabitants of the dun- 
eons -- Garwors, Burwors and 
horwors. The only thing 
these creatures live for is 
to do the bidding of their 
master -- the-sinister, Wi- 
zard, Then there's the Wi- 
zard's emissary, Worluck, and 
the Wizard himself. who tele- 
ports himself at will to an 
spot in the dungeon maze. it 
the player can vanquish these 
foes and manage to stay a- 
live, the status of Worlord 
is attained. Ultimately, gam- 
ers can become Worlord Su- 
preme, 

But -- even more frighten- 
ing dungeon mazes await gam- 
ers the deeper into the 
depths of the Wizard's lair 
they travel. In the Pit, the 
most terrifying dungeon maze, 


(CONTINUED ON PAGE 4) 
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Two of CBS Electronics’ newest releases are their first for 
use with the Atari 5200 "SuperSystem." 





FIRST STAR ANNOUNCES VCS BOING!, 5200 FLIP AND FLOP, BRISTLES 


FIRST STAR software, al- 
ready a noteable producer in 
the realm of computer games 
has announced the release of 
a new game for the Atari 2600 
VCS, and two others for the 
Atari 5200 Super System. 

At first glance, BOING! 
seems simple but this new VCS 
game, designed by Alex Leav- 
ens (GORF, CRAZY CLIMBER) and 
Shirley Russell, is designed 
to be more challenging and 
exciting than it would at 
first appear. 

In ING! you are a bub- 
ble, bouncing delicately a- 
round a playfield of 36 mul- 
ticolored squares. You must 
ump on each square to "turn 
it on." This may sound sim- 
ple, but obstacles come in 
several different forms, such 
as The Pin and The Bubble 
Eater. The particular order 
in which you must turn on the 
Squares in that particular 
level ae gene is also an 
obstacle. The popping of the 
bubble by The Pin and the 
zapping of The Bubble Eater 
is presented in animated se- 
quences. 

On some levels, jumping on 
a square will turn it on and 
leave it on. On other levels, 
each time you jump on a 
square it will change - so 
you can't jump on any square 
twice without undermining 
our own progress. On some 
evels, you must turn on a 
particular row or rows before 
turning on others. 

BOING! has only the stan- 
dard VCS 4K chip, but it 
features: 6 levels of 5 
"waves" each; 6 musical 
themes (the first has 40 
notes!), a self-playing at- 
tract mode and a game logo. 
This new VCS game should 
already be available for play 
on your 2600 VCS, at a sug- 

ested retail price of 
21.95. 

FLIP AND FLOP is being 
billed as "an exhilerating, 
unique three-dimensional 
game," developed by James 
Nangano, one of First Star's 
outstanding talent discover- 
ies. 

Quick reflexes are in de- 


mand in this one-or two- 
player game, First, you turn 
kangaroo and must hop onto 
and turn over certain tiles 
on a multi-sereened, scrol- 
ling, stepped platform maze 
with ladders, sometimes with 
the zoo keeper in hot pur- 
suit! This kangaroo has es- 
eaped from the zoo and is 


desperately trying to get 
Saok to his frien s at the 
circus, 


In alternate levels, the 
entire playfield turns upside 
down and then, as a es | 
hanging from the underside o 
the maze, the gamer swings 
from square to square. The 
objective is again to turn on 
all indicated tiles, and the 
player's reward is his or her 
arrival at the circus, com- 
plete with one of First 
Star's famous animations de- 


picting all the doings under 
the big top. At higher skill 


(CONTINUED ON PAGE 4) 





NeW TECH TIMES... 
(CONTINUED FROM PAGE 1) 


tended to help us cope with 
the changes and the chal- 
lenges of the electronic age 
-- not just computers and 
video, but a new communica- 
tions environment. It's a 
show Hees a! due." 

THE NEW TECH TIMES is 
coe by Friends of WHA- 

» Ine. at the studios of 
WHA-TV in Madison, Wisconsin. 
WHA-TV was the first public 
television station to receive 
an EMMY in 1969 for outstand- 
ing overall community ser- 
vice. 





ARI GAMES... 
(CONTINUED FROM PAGE 1) 


enemy spaceships and tanks. 
The game offers different 
skill levels to keep things 
interesting. Once the begin- 
ner's course has been mas- 
tered, the player can try his 
or her skill at defending 
against rolling rocks, erupt- 
ue, voleanoes and low-flying 

's to heighten the excite- 
ment in the championship 
course. The background in- 
cludes lively lunar graphics 
and a bouncy beat to the 
musical soundtrack that adds 
to the game's personality. 
Players also have the choice 
of starting the game over 
when a cruiser is landed, or 
Begtnns ee where they left 
off. This game should also 
already be available in 2600 
and 5200, selling for a sug- 
gested retail price of $35.95 
and $40.95 respectively. 

It's the survival of the 
fittest in the South Pole 
between a penguin and some 
angry sno-bees in PENGO, the 
arcade game soon to be avail- 
able from Atari for their 
2600 and 5200 video game 
systems. The player's mission 
is to help Pengo the penguin 


out-maneuver the cold hearted 
bees as quickly as he can, 
because bonus points are a- 
warded on the basis of how 
quickly the sno-bees are 
squashed. When the player 
presses the fire button, Pen- 
o kicks one of the numerous 
ice blocks that start out on 
the sereen. Kicking an ice- 
block into a sno-bee will 
smash it, but flashing ice 
blocks contain nesting bees 
that can hatch into full- 
grown foes. Flashing blocks 
ean be smashed with the pro- 

er kick before they can 
atch, and randomly-placed 
"diamond" ice blocks can't be 
smashed by Pengo or his foes, 
affording some protection and 
added strategic possibili- 
ties. It's another change- 
the-maze-as-you-play game 
with adjustable skill levels 
and one- or two-player op- 
tions. The 5200 version of 
PENGO should reach retailers 
in December, eoga| for a 
suggested price of $40.45, 
and the 2600 version will 
follow during the first quar- 
ter of '84, retailing for a 


en he rice of $35.95. 
tari, Inc., 1265 Borregas 
Ave., Sunnyvale, CA 94086, 


(408)745-2000. 
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A CALL FOR STRATEGY 
by Alan R, Bechtold 


I'm in an enviable position. I get to play most every 
video game made for home plat It's a priviledge I enjoy 
heartily but it's often a chore, too, Allow me to explain, 

Sometimes, it seems like I'm playing the same games over 
and over again. Since most of us love video games because 
we thrive on the truly new and different, paying up to $40 
for the priviledge to play a new game that's very much like 
others we've already mastered, this can be tragic. And I'm 
not talking about versions of the same game for different 
systems: I enjoy comparing the differences between systems 
by playing the same game on all of them. What I'm talking 
about is playing the same, repetitive themes and formulas 


over and over, in eA hs original" games. Let's face 
arash few new video games released lately are truly "origi- 
nal. 


I don't mind playing a game that is new twist on a 
familiar theme, either. After all, there are only so many 
themes available, even to the most sophisticated of sys- 
tems. Actually, there are only a few themes available to 
all of the arts. But it does seem that more could be done 
with the various themes available to video game designers 
today. Writers have been working with the same limited 
themes in fiction for hundreds of years, and new twists and 
treatments are still popping up all the time, Of course, 
there is also a lot of trite and overworked fiction written 
today, and I suppose it will always be that way, with all 
forms of art but I can't be totally convinced that all the 
possible video game themes and ideas have been done, and 
all that's left is reworkings. The art form's still too 
new, too untested. Besides, I've seen the possibilities, as 
yet not fully tapped. 

Take, for example, some of Intellivision's fantastic 
strategy contests of the recent past, like UTOPIA and SEA 
BATTLE. | thought N.A.P.'s QUEST ‘HE RINGS, for their 
pes bay Pet was a good start in the a 3 direction, too, I 
think few video games today can beat these for replayabili- 
ty, because the games are different each time you play. 

Now -- I enjoy a good high-action shoot-em-up or arcade 
challenge as much as the next guy, but what's wrong with a 
good high-action shoot-em-up arcade challenge that requires 
a lot of strategy, too? I haven't seen many of those late- 
ly. And there's no excuse for that -- not with the newer, 
advanced video game systems now on the market. Just think 
what QUEST FOR R would be like for ColecoVision! 

So -- this editorial is something of an open letter to 
the industry. We love arcade action, if it's original, 
stimulating and challenging, but give us some real strategy 
contests, too, huh? Soon? I know some promising games for 
the advanced systems are due for release soon, like Cole- 
co's S AND TROLLS and N.A.P.'s CAVERN, both for 
ColecoVision. But I haven't seen them ah hive Hh CBR is 
the key, and profit is the motivation. You'll profit from 
motivating us to buy some truly creative, challenging con- 
cepts, The market is still there and it's still growing. 
It's just waiting for some more really unique games to buy. 

READERS: Let the companies know, in your letters and 
phone calls, that you want more chal lenge and originality 
in your video games. They know THE LOGICAL GAMER's readers 
are the most articulate and dedicated gamers around and 


they'll listen. 'Nuff said. 
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levels, a notorious flying 
net chases the monkey. 

If the gamer jumps or 
pb in the wrong direction 
and falls off the maze, the 
air whistles by as the kanga- 
roo falls, bounces off the 
seoreboard and then off the 
sereen. The player can also 
lure the pursuing net or 
zookeeper onto flashing 
"sticky" squares to buy some 
time -- but watch out -- the 
kangaroo ean get stuck there, 
too 


FLIP AND FLOP has thirty- 
six levels of play, an ever- 
expanding, scrolling piaye 
field and a total of six 
animations. 

Not all playfields are 
selectable, and gamers can 
compete to see levels their 
friends haven't reached. How- 
ever, the clock's display at 
the top of the sereen is a 
steady reminder of the play- 
er's remaining time. 

FLIP AND FLOP also fea- 
tures a aelt-playing attract 
mode and a musical soundtrack 
by award-winning designer 
Jerry White, incorporated in 
the title sequence. 

FLIP AND FLOP should be 
available in stores by now, 
in an Atari 5200-compatible 
eartridge, retailing for a 
suggested price of $39.95. 
The Fag is already available 
in disk, cassette and car- 
tridge formats for Atari 
400/800/1200XL computers, and 
is soon to be available in 
disk, cassette and cartridge 
formats for the Commodore 64. 


First Star has also intro- 
duced their first unisex, 
four-player game, BRISTLES, 
designed by Fernando Herrera. 

In this game, players can 
choose to be one of eight 
characters (four boys and 
four girls) for any combina- 
tion of one-to-four players. 
The painter(s)/player(s) has 
been commissioned to paint 
eight different dwellings. 

With the computer remem- 
bering each player's previous 
screen and score, the painter 
begins each round in the 
basement supply room, where 
he/she picks up his/her 
brushes and goes upstairs to 
begin the task. 

As each painter runs a- 
round frantically, riding 
elevators and painting rooms 


in spectacular colors, he/she 
encounters a variety of ob- 
stacles: he/she must duck, 
jump, climb and ride the 
elevators in an attempt to 
paint the rooms - all the 
while avoiding the Smart 
Bucket, Dumb Buckets and 
Flying Half-Pints. To make 
matters even more hectic, the 
hero/heroine must contend 
with the building superin- 
tendent's daughter, who oc- 
easionally puts her handprint 
on the wet paint while the 
amer tries to survive all 48 
evels. 

Each character in BRISTLES 
has their own theme music, 
which designer Fernando has 
blended into a lively sym- 
prow using Tchaikovsky's 

uteracker Suite." 

After winning the first 
Atari Star Award for his 
program, "MY FIRST ALPHABET," 
Herrera has become head of 
Ppt and oi gpg | for 
First Star, which marketed 
his highly-acclaimed ASTRO 
CHASE (soon available for 

ame systems from Parker 
rothers) last year. 

BRISTLES, which also fea- 
tures a self-playing attract 
mode, should just now be 
available for the Atari 5200, 
selling for a suggested re- 
tail price of $39.95, and in 
cartridge, cassette and disk 
formats for the Commodore 64. 
It is already available in 
disk, cartridge and cassette 
formats for the Atari 
400/800/1200XL home comput- 
ers. 

First Star Software, Inc., 
22 East 41st Street, New 
York, NY 10017, (212)889- 
1073. 





(CONTINUED FROM PAGE 3) 


there is no place for the 
foe 8d to hide. 

ne or two players can 
enter the dungeon to do com- 
bat as either allies or ene- 
mies. Gamers may also choose 
to enter the dungeon with 
either three, five or seven 
Worriors to begin the cam- 
paign. 

WIZARD OF WOR is also 
already available from CBS 
for the Atari 2600 VCS. ; 

CBS Electronics, 41 Madi- 
son Avenue, New York, NY 
10010, (212)481-6400. 


PLEASE -- WHEN MOVING, SEND 


US YOUR NEW ADDRESS, 


AT LEAST THREE WEEKS IN ADVANCE OF THE MOVE 
SO WE CAN BE SURE YOU DON'T MISS AN ISSUE! 
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ANN NOE EEC A i ed 
BRODERBUND SIGNS WITH GAMES NETWORK 


The Games Network, Incor- 
porated, announced last month 
that Broderbund, Incorpor- 
ated, has ranted cable 
pa to their original game 
software. The premium cable 
service will include Broder- 
bund games in its programming 
mix when it begins service in 
Orange County, California. 

According to Jim Summers, 
Vice President of Program 
Acquisitions for The Games 
Network, "Broderbund's games, 
which already hold sales ree- 
ords on Softsel's best sell- 
ing software list and which 
have won Game-of-the-Year 
awards from SOFTALK MAGAZINE 
and other prominent industry 





STARCADE STARTS 
WITH 4.1 
NATIONAL RATING 


STARCADE, the only video 
arcade gameshow of its kind 
ever broadeast on national 
television, received a 4.1 
national rating average (NTI 
Special Report on ST IE) 
for the week ending October 
9, as reported by Turner 
Program Services (TPS) Presi- 
dent Sidney Pike. STARCADE is 
marketed by TPS, the syndica- 
tion arm of Turner Broadcast- 
ing System, Inc. (TBS). 

The report, which is based 
on ST. visibility in 64% 
of the U.S. in 43 markets, 
reflects the program's early 
strength primarily during 
Saturda rning children's 
progr g hours, Pike indi- 
cated, "The bulk of our STAR- 
CADE stations are programming 
the show on Saturday mornin 
when the child viewer leve 
is at a peak," Pike said. 
"However, there are some sta- 
tions that carry STARCADE on 
Saturday and Sunday after- 
noons, and two stations that 
strip the show weekday after- 
noons,." The show placed Los 
Angeles TV station KTLA in 
the number three position in 
the L.A. market for the time 
period, outrating the local 
CBS affiliate by 1.3 points. 

"STARCADE is the kind of 
show that develops an in- 
creasingly stronger viewing 
audience with time," Pike 
said. "Our experience with 
STARCADE has shown that with 
steady exposure, it would 
continue to attract more 
viewers and keep them as part 
of its regular audience. It's 
not a gimmick or 'fad' show. 
It represents one of Ameri- 
ca's most popular pastimes 
and presents it in an action- 
packed format.” 

st: , a first-run tel- 
evision program, is in its 
first season of national syn- 
dication, 


publications and associa- 
tions, will be played by a 
new and diverse audience of 
gamers. Our subscribers will 
be able to try out games in 
their homes before they buy. 
We can introduce new games as 
well to help create new 
hits." 

Katherine Carlston, Di- 
rector of Marketing for Bro- 
derbund, feels that this is a 
positive step for her company 
to take. "We want to stay in 
the forefront of our industry 
and we feel that our rela- 
tionship with The Games Net- 
work will be something that 
will keep us there. Their 
teledelivery system appeals 
to us as a new way to reach 
potential retail customers. 
We intend to take full ad- 
vantage of the on-line ex- 
posure which The Games net- 
work provides." 

Summers further added, 
"Among the games we are 
bringing into homes via cable 
TV are seven of Broderbund's 
most popula CHOPLIFTER, 
DAVID" IDNIGHT MAGIC, SEA- 
FOX, SERPENTINE, APPLE PANIC, 
LOAD RUNNER, and A.E.. The 
Games Network programming mix 
will change each month and 
will inelude adventure, ed- 
ucational, and ecard and board 
games as well as Broderbund's 
award-winning arcade-type 
games." 





SUPERVISION’S 
VCS GAME BRAIN 
WORKS WITH 
COLECOVISION’S 
VCS ADAPTOR, TOO! 


Last month, THE LOGICAL 
GAMER introduced The Game 
Brain, a unique new product 
from SuperVision, Inecor- 
porated. The Game Brain is 
an add-on for the Atari 2600 
vcs. It is a machine that is 
used along with the 2600 and 
a standard cassette tape re- 
corder, allowing the video 
Re system owner to transfer 

is or her Atari 2600 and 
other compatible games from 
eartridge form to ordinary 
cassette tape, thus geese 
a backup copy of the game, 
for archival purposes only. 

Now, it has been dis- 
covered that the Game Brain 
ean also be used by Coleco- 
Vision system owners too, if 
they own the ColecoVision 
expansion module which allows 
the user to play Atari 2600- 
compatible games. 

For more details, contact: 
SuperVision, P.O. Box 111, 
Bristol, Cl 06010, (203) 223- 
5693. 


SORRY FOR THE DELAY -- 
-- BUT WE’RE BUILDING 
A NEW LOGICAL GAMER! 


The temporary "Bi-monthly" status of THE LOGICAL GAMER is only 


temporary. 


while we gear up for complete coverage of computer 


games, which will begin in our January/February issue. Monthly 
publication will resume in March, with a BIGGER and BETTER GAMER 
than ever! Meanwhile, please keep in mind that all subscriptions 
are computed on the number of issues received -- not by the year. 
All subscriptions will be unaffected during this brief transition 
period, We apologize for any inconvenience. 


_ IN BRIEF 


***Delays in the introduction of Coleco's Adam home 
computer system have ended -- but only partially, Although 
the computer system has finally begun to hit some selected 
retailers, the quantities shipped in 1983 will be only a 
fourth or less of what the company had earlier predicted 
they could ship. So far, the only unit to hit the stores 
has been the complete Adam system. Coleco has announced 
that the add-on computer system, for existing ColecoVision 
video game consoles won't hit retail shelves until ey. in 
1984. In light of the current situation, Coleco officials 
announced recently they will be cutting their proposed $20- 
25 million advertising budget for the new system by Fougnty 
$4 million, to be spent instead in the first quarter o 





***A group of stockholders have filed a class action 
suit against Coleco. Disgruntled by falling Coleco stock 
prices and delays in the introduction of the Adam home 
computer system. Their suit accuses Coleco of concealing 
problems the was experiencing with perfecting the 
system and getting it out, and that certain Coleco of- 
ficials, ful , aware of Adam's ineering problems, sold a 
total of 183,000 shares in June, in violation of Securities 
and Exchange regulations. Since the Adam home computer 
system was announced, Coleco stock dropped from a high of 

60 per share, when the Adam was first announced, to under 
30, delays in shipping the Adam began. 

4*%GameLine's president, Bill von Meister, has announced 
that their service will be expanding, offering GameLine 
module-equipped VCS owners StockLine and SportsLine in 
December, and the delivery of electronic mail in January. 
Stockline will allow users to get the latest Dow-Jones 
stock market information and SportsLine will provide the 
latest sports data on-screen, Electronic mail service will 
let VCS owners across the country communicate with each 
other. 

***Activision will be hitting the Atari 5200 SuperSysten 
ame market with their first two releases, ' and 

IVER RAID. Both games were million-sellers on the Atari 
2600 VCS, and have just been released for play on Atari's 
400/800 home computers as well. 

***N.A.P, Consumer Electronics' new Probe 2000 series of 
video games for ColecoVision play has been partially de- 
layed by a reported ‘shortage of the chips required to 
produce the games. News has it that N.A.P. will be able to 
continue production and shipment of WAR ROOM, their first 
announced release for the system, but that LORD OF THE 

, POWER LORDS and PINK PANTHER will have to wait 
until after the first of the year, until a reliable source 
of the necessary microchips can be secured. 

***I magic, Incorporat is yet another noted video game 

y reported to have cut its staff, laying off over 50 
of its 170 employees this September. Slack sales and dis- 
tribution problems have been blamed for the cutbacks, and 
the ecagery | is now reportedly trimming its operating costs 
so they will be more in line with projected sales. 

***Recent reports have it that order cancellations have 
been pouring into Coleco, one an order for over $1 million 
in product and other smaller ones, all due to delays in 
shipments of their Adam home computer, and because of 
recent announcements indicating that reduced quantities of 
the system will be available. One report has it that sever- 
al major chain store buyers are saying they won't believe 
Coleco until they see the system out and in working order. 
Most are previously-committed Coleco buyers, and some say 
they aren't even sure they'll buy it when they do see it. 

***Coleco, meanwhile, has kept the ball rolling, con- 
ducting business as usual and signing more licensing agree- 
ments for game titles and properties. The most recent 
Coleco addition is MGM's WAR » which Coleco has bought 
rien to and will turn into a new game or games soon, 
scheduled to hit the market in the fourth quarter (right 
away) of this year. 

**As if things aren't bad enough for Coleco, a recent 
report showed a sharp drop in earnings for the quarter 
ended September 30. Coleco earned $2.3 million in its 
fourth quarter, compared to $17.6 million in the same 
quarter of, last year. Total sales for the quarter were 
$114.5 million, down from $165.6 million the year before. 

***Warner Communications reported another loss of $122 
million for the quarter ended this September, $180 million 
of which is directly attributable to their consumer elec- 
tronics/Atari division. In a recent announcement the com- 
pany revealed that it will be laying off another 250 em- 
ployees, mostly from their New York offices. More layoffs 
are expected the y consolodates into new head- 

rters in San Jose. In contrast, Warner's music publish- 
ing, TV and ee wre and consumer products divi- 
sions showed a 3 increase in income during the same 

rter. 

***Ending the month's news on a good note: Coleco's Adam 
has indeed finally arrived, although only in selected 
stores and in very limited quantities. The most recent 
quotes obtained from major retailers show a renewed op- 
timism among them. 
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THE GAMES NETWORK has anounced that teledelivery of 
electronic games over existing TV cable systems will begin 
with its first installations im December, 1983, and will 
pees available in other markets during the first quarter 
of 1984. 

The TGN staff eu tase by 
Waldo, the mythical "Wizard 
of Games," whose likeness you 
see here) has been hard at 
work preparing the system for 
launeh. Each TGN subscriber 
will be provided with a spe- 
eially-designed 64K microcom- 
puter, Subscribers can select 
and play any of twenty dif- 
ferent gomes at any time, 
twenty-four hours’a day. The 
programming mix will inelude 
games for all ages: arcade 
style, educational, card, 
adventure, and traditional. 
Five new games will be ro- 
tated into the line-up each 
month. 

The system, with its pi- 
rate-proof method of pro- 
viding top software, anleres 
a resounding success in Orange County, California, where it 
was initially tested. 

To receive a full color poster of Waldo, send your name 
and address and $2.00, to cover postage and handling, to: 
The Games Network, 4401 Wilshire Boulevard, Los Angeles, CA 
90010. 


SIENA Se seeceNeITRT SETTER AANRARASAAANAAAANNLE SLRNAANALNI 


MYTHIOON, INCORPORATED, offers something unusual for 
your Atari 2600 VCS -- brand new multi-screen high action 
games for a low $9.95 suggested retail price. Their first 
three releases, STAR FOX, FIRE FLY and SORCERER, should be 
available in retail stores as you read this. 
427 eae] In STAR FOX, for one or 
Ped i two players, gamers must re- 
+ cover as many trimetalisium 
> energy crystals as they can, 

‘while destroying enemy 

» fighter drones which get 
» smarter and more maneuverable 

re as the score climbs. FIRE 

"FLY, a multi-screen game also 

_ for one or two players, puts 
"gamers in the cockpit of a 
a B giant fighter-bug, dubbed the 

A ire Fly, fighting evil crea- 
' ture-machines that have been 
‘sent to destroy the cities of 
the gamers' host aliens, SOR- 
/ is a multi-secreen game 
' for one or two players using 
either joysticks or a track- 
ball controller, As the brav- 
est of the good Sorcerers 
the gamer must battle evi 
wizards who have decided to 
use their powers to conquer 
the countryside and enslave 
its people. As the skill of 
the player increases, new screens open up to reveal in- 
creasingly difficult enemies. Look for these in your local 
anes stores, or write for more details to: Mythicon, 
neorporated, P.O. Box 1347, Cupertino, CA 95015. 


Pret ioriit r totcritotot ttt tte ttt tnt ttt iter tbh ttl tlt kit sto tls to) 


VIDEOGAME PRODUCTS offers some of the best regular 
prices you can find -- such as: Intellivision II with 
BURGERTIME & Intellivoice for only $97, TRON MAZATRON, $19, 
SPACE SPARTANS (Voice) $25, SHARP SHOT $12, INTELLIVOICE 
$43 -- Most ColecoVision carts $26, SA BASEBALL/ROLLER 
CONTROLLER $65, Atari Adaptor/TURBO $57, MINER 2049er $40, 
Q*BERT $35, Adam Expansion $439, Adam System $600 -- 5200: 
SUPER BREAKOUT /MISSILE COMMAND $25, TRACKBALL $55, 2600 
ADAPTOR $69, MINER 2049er $30, Q*BERT $35 -- Vectrex carts 
$25/$28, WEB WARS $33 -- Astrocade carts $5-8, INCREDIBLE 
WIZARD $10 -- Arcadia 2001: MISSILE WAR $4, BASEBALL $6 -- 
Spectravideo's SV-328 (80k computer) $439, ColecoVision 
adaptor (soon) $89 -- Trak D-Density Disk Drive for Atari 
$329, Axiom AT-100 printer (needs no interface) $249 -- 
Transtar 315 color printer $469 -- Dust covers $8. They 
also carry slightly used items, and rent items (mostly at 
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$3/10 days). Call them for availability and exact details 
and prices. Also, see their ad in this issue for a more 
complete, updated listing. If ordering directly from this 
listing, tell them -- they will pay the postage on your 
order. VID S, Box 959L, Woodside, NY 11377, 


IEOGAME PRODUCT! 
(212) 429-7903 or (212) 335-7770. 
ANAAASAAAAANTLAAANAAANAAANANANAANANAALALAAANNALLSAANA TT 


INTRODUCING THE VECTREX 3D IMAGER -- a fantastic techno- 
logical breakthrough, it's a new High Performance add-on 
that transports Vectrex game play into the third dimension. 
It's real 3-D -- in color! The quest for a realistic, yet 
affordale method of bringing true three dimensional visual 
effects to video game play has ended! General Consumer 
Electronics introduces the amazing Vectrex 3-D Imager -- 
the Vectrex Graphic Computer System add-on that provides 
Vectrex owners with real 3-D effects that are more vivid 
and realistic than any other home video game system, and 
even more advanced than any 
coin-operated machine cur- 
rently available, And -- the 
3-D Imager adds color to 
Vectrex gate play. The 3-D 
Imager plugs directly into 
the Veetrex console - no spe- 
cial connector is required, 
ae $l eeie high tech 3-D 
mager es are speciall 
des fened to be worn ns pate 
- even people who wear pre- 
seription glasses. It's the 
easy, affordable way for Vectrex owners to enter a com~ 
pletely new world of video game play. The action surrounds 
the player like no other video game can -- home or arcade! 
Look for the 3-D Imager in your local games outlet, or 
write for more details to: General Consumer Electronics, 
ar 233 Wilshire Blvd., Suite 220, Santa Monica, 





INRELAARAAAAANAANANAAAAANALAALANGRERRELAANAAAARALLLALHCKAN 


DISCWASHER's PointMaster competition joystick is a re- 
placement joystick for people who take their games ser ious- 
ly. PointMaster offers both 
rugged design and high-speed 

erformance. Its top-mounted 
ire button allows left/right 
hand compatability. The u- 
nique hand grip design is 
taken from aircraft con- 
troller technology, insurin 
a comfortable hand fit and 
increased firing accuracy. 
And, because of its spring 
loaded pivot point, Point- 
Master always returns to the 
center of its base, allowing 
consistent range of motion 
and firing accuracy. It also 
comes with a five foot cord 
for additional room to move 
and maneuver. PointMaster is 
compatible with Atari 2600, 
Sears Tele-Games, Commodore 
VIC-20 and other game sys- 
tems. Disewasher's PointMaster can be found in fine retail 
stores everywhere, or write for more information: Dise- 
washer, 1407 North Providence Road, P.O. Box 6021, Co- 
lumbia, MO 65205. 
ENNALAARAAAAANALAARANAKANARALAAAANRAKVAAAAAKNLLLNRARULRRSLLKAKS 

DA' FUZZ is the latest game from the folks at Roklan 
Software -- the same people who brought WIZARD OF WOR and 
GORF home from the arcades. Deseribed as one of the 
wackiest, wildest car chase games ever, the player drives 
through the web e eS, 3 his or her eyes peeled for Da' 
Fuzz. They're looking for 
lawbreakers, but, if the 
player is able to get his or 
her car painted before Dat 
Fuzz catches up, he or she 
can turn on them! When the 
driver eliminates all the 
dots in the streets, he or 
she appears in a new section 
of the ecity...but Da' Fuzz 
are sure to follow. In this 
areade game, licensed from 
Techstar, Incorporated, a tow 
truck will haul the driver's 
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wrecked car away from the scene of an accident...but even 
then, the fun's just beginning. pagmoe tes retail price for 
DA'FUZZ in cartridge form is $24.9 , and it's available for 
Atari and Commodore 64 computers. A full-color, illustrated 
game catalog is available from Roklan, at no charge, by 
writing: Roklan Corporation, 3335 N. Arlington Heights Rd., 
Arlington Heights, IL 60004. 
SIAN MoS MSN NN NAAN VANVARBRVN LCRA: 
THE FINGERTIP CONTROLLER, from KY Enterprises, features 
arcade-style buttons for pinpoint accuracy and 8-way direc- 
tional action. It works like a joystick with Atari video 
games and ¢ uters, Commodore's VIC-20, Sears' Video Ar- 
cade and NEC 6000. VIDBO Magazine rates it a best buy in 
ixix ; ; the console category, saying 
TEASE ely "it beat out all the others 
= for sheer speed and reaction 
time, with its light-touch 
buttons offering an excellent 
springy feel." FingerTip Con- 
trollers are aver lable for 





and for han ceaaeee people 
' (muscular dystrophy, quadra- 
plegia, cerebral palsy) fea- 
uring the same high stand- 
ards of quality and durabili- 
» 2 ty. Custom video game units, 
featuring TV, video game and controllers in one lightweight 
unit for easy mobility are also assembled by KY. A line of 
accessories and parts are available as well, including 
eerie II and TI adaptors and Atari-type cables. Write for 

s catalog of (1) FingerTip Controllers (2) controllers 
for the handicapped (3) parts and accessories, to: KY 
ie 195 Claremont Ave., #288, Long Beach, CA 
BRCRRAKANVANAMAAALRARNARNRVVAALRLLAKVRRAKLAKLRRRARRALKRKKAKKKK 

The ROBINS VIDBO GAME CARTRIDGE CLEANER, from Benjamin 
Electroproducts, Incorporated, is a complete kit for the 
maintenance for your video game fun. It can be used with 
virtually all video game systems, including Atari, Coleco, 
Intellivision, Odyssey and ete.. 

The Robins Video Game 
Cleaner contains a special 
chemical formulation de- 
veloped to loosen and dis- 
solve all contaminants on 
your video game cartridges' 
contacts without harming the 
eleetronie parts or plastic 
housings of the computer cir- 

_cuitry in the game cartridge 
self, a Special tool to 
clean Atari-type covered con- 





tacts, special applicators 
and complete instructions. “ 
Look for the Robins Benjamin Xs, 


Video Game Cartridge Cleaner 
in your local video game 
outlet, or write for more details to: Benjamin Electropro- 
duets, Incorporated, 75 Austin Blvd., Commack, NY 11752. 
MNRRNRNNANRNKNNTNRAARANKKRRARKELLLRRLLRRRLLLANUERBRARE RRRVRARKKAVRS 

SOUTHERN CASE, INCORPORATED, and ATARI are pleased to 
announce the introduction of the Atari 2600 and model ACC 
5200 Carrying Cases. Both provide gamers with a convenient 
way to carry, store and travel, 

The Atari 2600 case holds 


12 game cartridges, two 
paddle controllers, an AC 


power supply, an instruction 
manual and the TV/Game switch 
box, and. features light- 


weight, double-walled con- 
struction, protecting the VCS 
unit with a shock absorbin 
air space between each wal 
while holding all parts firm- 
ly in place when the lid is 
closed, 

The 5200 case holds the 
Atari 5200 Console, nine game 
eartridges, AC adapter and TV 
switch box, and is designed 
to match the 5200 console, 
featuring double-walled construction, stress-free hinge, 
metal latches and luggage-style handle, Southern Case is 
the exclusive licensed manufacturer of the Atari 2600 and 
5200 cases. Both are packaged in boxes using the current 
Atari packaging design. The 2600 case retails for $19.95, 
and the suggested retail price of the 5200 case is $29.95. 
Look for them at your local retailer, or write for more 
details to: Southern Case, Incorporated, 2315 Laurelbrook 
Street, P.O. Box 28147, Raleigh, 27611. 
RNLAAAAALAANAASANUNAAAANNKAAARNAAAANNALKALAAALLAAKLRANANAKKKS 


GAME XCHANGE: Exchange the Atari and Intellivision car- 
tridges you are tired of for other different titles through 
GameXchange, Department G, P.O. Box 686, Elm Grove, WI 
53122. For the reasonable exchange fee of only $2.95 each, 
you can select from an Exchange List including over 100 
Atari titles and 40 Intellivision titles. The Exchange List 
and complete instructions telling how to exchange your 





the Coleco systems as well, - 


eartridges are printed in the GameXchange catalog. About 
50-60 Used Cartridges are also available for only $2.98 to 
$9.95 each. These, too, are listed in the catalog. Game- 
Xehange is an wna rae service as opposed to a club and as 
such, NO membership dues are required. Started in 1982, the 
GameXchange customer list presently counts over 1000 cus~ 
tomers using the service. The popularity of the service can 
be attributed to the extremely low prices and the fast 
service. The newest GameXchange Catalog can be obtained by 
sending 50 cents to: GameXchange, Dept. G., P.O, Box 686, 
Elm Grove, WI 53122. 

RRRRNEKKKAKUKKAKKLKKRRKAKLAAKKARKLERKRAABKKKKCKLRNRVEKKLRABAN 

Two uniquely contoured joysticks offered by Comrex In- 
ternational, Ine., provide the precision ontrelss quick 
response, and ease of operation needed to achieve new 
levels of performance in computer and video game systems. 

The new joysticks are the 
Model CR-301 standard con- 
troller and Model CR-401 de- 
luxe controller. Both are 
compatible with the Atari 
2600 VCS, Atari 400 and 800 
computers, Commodore VIC-20 
and 64 computers, Sears Video 
Areade, and, with an optional : 7 
"y" adapter, the ColecoVision gi eOe ie 
system. po See 

In addition, the top-of-the-line CR-401 ComMander is 
compatible with Apple and Franklin computers, and will be 
compatible with the IBM Personal Computer, Radio Shack TRS 
80, and Epson QX-10 computers in the near future. This 
deluxe joystick is the first to provide precision analog 
control for the Atari 2600, and is also the first to be 
compatible with both high performance computers and the 
Atari 2600. 

The CR-401 is a true analog joystick featuring precision 
control. Joystick action is a single gimbal that actuates 
dual 120K potentiometers, one in each axis. Trimmable X and 
Y axes allow fine tuning of response from computer to 
computer and from player to player. A player can select 
either free-floating or centered stick movements with the 
self-centering handle, Four discrete firing buttons have 
user-definable funetions that permit personalized control. 
Snap-action microswitch buttons provide fast response and 
reliability. A coiled cord prevents wire tangle, and is 
easy to store. This deluxe model sells for a suggested 
$44.95 retail. 

The CR-301 is contoured in a square shape with rounded, 
smooth corners to fit large and small hands or to play on a 
table top. Firing buttons are located near the upper left- 
and upper right-hand corners. The handle is mounted on the 
eenter of the unit and incorporates four microswitches that 
provide fast response and reliability. The joystick offers 
light, positive control for either fingertip or thumb con- 
trol. A coiled cord offers convenient, non-tangled use and 
storage. The Comrex CR-301 sells for a suggested retail 
price of $19.95. 

Look for Comrex joysticks in your 
stores, or contact Comrex International 
Skyvers Drive, Torrence, CA 90505 (213) 
details. 
RRANAKASAAALAKAAAKAALALLLLAAALKRRAARNALLKRRANLALKLKARRRARGRN: 

Mattel Electronics has two brand new video game titles 
to add to your Christmas list, and several games from their 
current list as warrant your attention as well. 

In ADVANCED DUNGEONS AND DRAGONS TREASURE OF the 
player has found the secret map to the underground lair of 
the dreaded Minotaur. The gamer can go in, but will never 
come out unless the Minotaur is slain and his Great Trea- 
sure is claimed. Monsters wield their conventional or 
spiritual weepecs as the player makes his or her way 
through the hallways and chambers, collecting the proper 
defenses along the way. (Currently available in Intellivi- 
sion version only. 

In KOOL-AID MAN, the object of the game is to get all 
the Kool-Aid ingrediants over to the sink, The kids must 
gather all the Kool-Aid, sugar and a pitcher and bring them 
to the sink, while avoiding the dangerous Thirsties, The 
game is timed for fun, and moves to another phase of play 
after all the ingrediants have been assembled. Recommended 
for children, this new game will be available in Intellivi- 
sion and Atari 2600 VCS formats. 

Mattel also suggests BURGERTIME, MISSION X, NIGHT STALK- 
ER and LOCK 'N' E for your Christmas shopping list. 

In BURGERTIME, the player must help the buzy chef make 
hamburgers from ingrediants that are scattered around the 
sereen, avoiding Mr. Hot Dog, Mr. Egg and Mr. Pickle, who 
are all out to ruin the meal. Available in Intellivision, 
IBM and 2600 formats. : 

Gamers fly a top secret bombing raid over enemy terri- 
tory in MISSION X, trying to wipe out enemy battleships, 
tanks, artillery guns and bridges that come into view while 
dodging enemy flak and gunfire. The action takes place 
pant daytime and night. Available for Intellivision, 

Relentless robots have the gamer on the run in NIGHT 
STALKER. If one is destroyed, it's replaced by even faster 
and smarter ones. Spiders and bats can also give the player 
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NOTE: THE LOGICAL GAMER’s reviews now feature an additional combined rating, covering 
four important aspects for each cartridge reviewed. 

Points covered include Concept, Sound/Graphics, Skill and Interest. Concept is ranked by how 
new to the home video games market the game is, either “new,” “familiar” or “too familiar.” A 
familiar arcade game brought to the home front for the first time will still earn a “new” rating. A new 
twist on a familiar theme will be ranked as “familiar.” A familiar theme done with no real improve- 
ments or major changes will be ranked as “too familiar.” 

Graphics and Sound are self-explanatory. These ratings will be based solely upon the reviewers’ 


opinions and will be expressed as “Excellent,” 


“Very Good,” “Good,” “Fair,” and “Poor.” 


For the Skill rating, the reviewers will carefully consider the amount of skill generally required 


to play and enjoy the game by ranking 


according to the amount of general video games 


players 
experience they have had. These ratings will include “Master,” “Graduate,” “Student” and “Begin- 
ner.” A “Beginner” rating is not always bad, since many games are better for the fact that total 
newcomers can just sit down and start having fun right away. 

The Interest rating is possibly the most important. This is based on the length of time both re- 
viewers think the game will be played often by the average gamer. Ratings here will run anywhere 
from "1 Week” to “1 Year,” at the reviewers’ discretion. Games they both think will simply not wear 
old ata a rating of “Infinity.” Those which hold absolutely no interest will be ranked as a 


The list of four ratings for each new game will be compiled from the separate rankings of the two 
reviewers, combined into one set of averaged ratings. The addition of this system will, it is hoped, 
better enable our readers to see what we think at a glance. Let us know if you like it! 


KANGAROO 


From Atari, for their Atari 
2600 VCS, Sears' Tele-Games, 
Coleco's Gemini and other, 
similarly-compatible systems. 


This is the VCS transla- 
tion of the popular arcade 
game of the same name, al- 
ready available for play on 
Atari's 5200 Super System 
video game console, It's a 
mul ti-sereen running-jumping- 
climbing game for one or two 
players (taking turns), using 
the standard joystick con- 
trollers. The player is a 
mother kangaroo, out to save 
her baby who is being held 
eaptive by a bunch of mean 
monkeys. 

The graphics are sparser 
than in the 5200 game or 
arcade version, but the play 
is basically the same, Momma 
kangaroo hops along ledges 
and climbs or descends lad- 
ders when: the joystick is 
pushed in the desired direc- 
tion and punches with a large 
boxing glove when the red 
action button is pressed. 

As momma kangaroo tries to 
reach her baby, the monkeys 
run all over, throwing rocks 
and trying to knock her off. 
If a monkey or rock hits the 
kangaroo, she's lost, but she 
ean punch the monkeys and 
eliminate them, if she can 
get close enough and the 
player is fast enough. 

As mama climbs, she can 
also touch a number of fruits 
that hang along the path, 
adding valuable bonus points 
to the player's score for 
each. A bell, near the top of 
the screen, replaces all 
fruit that's been picked with 
new fruit, worth more points 
than the last, when mama 
kangaroo touches it. This 
means that momma (the player) 
must always choose between 
going straight for her baby 
and going back down to eat 
valuable fruit, for a higher 
score. ; 

The play is for points and 
the game ends when all of a 
player's kangaroos have been 
eliminated. If mama can make 
it through all the screens 





and save her baby in every 
one, the game begins again at 
the first screen, at a higher 
skill level. 


OPINIONS: 


ALAN: I'm impressed with this 
game, simply because it plays 
so much like the 5200 ver- 
sion. It doesn't look at all 
the same, however, and the 
sparse graphics will disap- 
poins many of you who were 
ascinated by the arcade game 
and want it for your VCS. 
Play it a while. Give it a 
ehance to grow on you and 
you'll see what I mean. The 
eas is well worth the money 
or the right person. 

Otherwise, I must warn 
most of you that this isn't 
the kind of fast-aection or 
strategic challenge serious 
peeks bike; vast's “Light= 
earted climbing fun, plain 
and simple. If you're looking 
for more than that, you'd 
best look elsewhere. If you 
don't mind the easy-going 
climbing fun this game of- 
fers, however, this is a good 
one to look into, It's not 
the best Atari's ever pro- 
duced, but it's far from the 
worst. 


MIKE: Who wouldn't like the 
idea of a mother trying to 
save her baby? I mean it, 
This game's basic premise is 
a classic idea that no one 
should have —_ complaints 
about. I thought the whole 
idea of the arcade game was a 
elassie, too. This is not the 
5200 version of the game, so 
the graphics aren't as crisp 
and sharp, but I thought they 
were very well-done and quite 
satisfactory for the system, 

The play is smooth, too, 
and all the sereens that were 
available for play in the 
5200 version have been 
brought to this translation 
as well. The main problem 
with this game, if there is 
one, is whether you will like 
it for what it is, and not 
buy it expecting more than 
what you saw in the arcades. 
Ereponst ty, I've always 
thought the game was too 


Bechtold and 
Wilson 


slow-moving and the challenge 
not serious enough to hold 
attention for long, but both 
of my kids loved the game in 
both home versions. This is 
most likely due to the basic 
simplicity of the play preel® 
and to the prepbiss that make 
the overall action cute and 
fun to watch, 

For young kids (and I'm 
speaking of ages 6 to 12 when 
I say that) a game must have 
simple-yet-challenging play 
and top-quality interesting 
VCS graphics to hold their 
interest. This game provides 
that though the graphics 
really aren't the best I've 
seen done for the system, At 
least the mother kangaroo 
looks like a kangaroo, in- 
stead of just a pile blocks. 
_. Don't buy this one expect- 
ing a challenging adult game 
with a cute theme. That isn't 
what the arcade version was 
and neither is this one, Get 
it if you liked the arcade 
game or if you want to keep 
our kids happy and playing 
or hours to come, 


t: Familiar 
Graphics/Sound: Good 
Difficulty: Novice 
Interest: 

Six Months - One Year 





FATHOM 


From Imagic, for the Atari 
vcS, Sears' Tele-Games, Cole- 
co's Gemini, and other simi- 


larly- atible video game 
systems. Designed by Rob Ful- 
op. 


Neptune's daughter has 
been captured and is being 
held in a cage at the bottom 
of the sea. Players must 
search, as a dolphin and as a 
seagull, to find the parts of 
the trident that can free 
her. It's a one-player 
"quest" game, using the 
standard joystick controller. 

. Gamers begin as a dolphin, 
and dive deep into the sea by 
pressing the red fire button 
to swim, while pushing the 
joystiek in the desired di- 
rection. As the dolphin swims 
downward toward the captive 
Neptina, he must avoid colli- 
sions with seaweed and octo- 
puses, which deduct points, 
and try to cateh as many sea 
horses as possible. Sea Hors- 
es are worth extra points 
when touched, If the dolphin 
touches all the seahorses in 
one section, before swimming 
on toward the bottom of the 
sea, a starfish might appear. 
If the dolphin can touch the 
starfish, a piece or pieces 
of the Trident the player 
needs to free Neptune's 
daughter will appear at the 
bottom of the sereen. The 
player must have all three 
pieces of the Trident, to- 





gether at the bottom of the 
sereen, when his or her Dol- 
phin reaches Neptina's cage, 
or the royal mermaid won't be 
freed. Touching the right 
number of sea horses will 
also make a bird symbol 4 
pear at the bottom of the 
sereen. The bird symbol al- 
lows the dolphin to turn into 
a seagull, when he reaches 
the surface of the sea. 

As the search for pieces 
of the trident continues, the 
player's dolphin takes to the 
air as a seagull when it 
surfaces, and flies with a 
flap of its wings. The bird 
flaps its wings when the 
he er presses the red fire 

utton and floats a moment 
with each flap, The joystick 
itself is used to point the 
bird in the desired direc- 
tion. 

The seagull can fly off- 
screen in either direction, 
then up, to continue search- 
ing for pieces of the tri- 
dent. In the air, the bird 
must avoid flocks of black 
birds. Collisions with them 
will deduct points from the 
player's score. As the bird 
flies, the player must ey to 
touch pink clouds that float 
by, to earn points. If the 
seagull touches © 


clouds in a section of sky, a 
star may appear. Touching the 
star will make one or more 
pieces of the trident appear 
at the bottom of the screen, 
Touching the right number of 
clouds may make a fish symbol 
appear at the bottom of the 
sereen, allowing the seagull 
to turn back into a dolphin 
when it returns to the sur- 
face of the sea. The pink 
elouds will oeeasionally turn 
grey. Touching grey clouds 
may still make the star or 
fish appear, but they deduct 
points from the player's 
seore whenever touched, 

Each time the mermaid 
maiden is saved a new quest 
begins, with the total play- 
ing area expanded by one 
seetion to either side and 
above, at a higher skill 
level. In each successive 
challenge, the bird must fly 
farther and faster, with more 
obstacles to avoid and stars 
that are fewer and farther 
between, to find all the 
pieces of the trident and 
continue play. 

Players start each game 
with 50 points, Points earned 
during each rescue mission 


* 
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are saved, and the player 
starts the next mission with 
50 more points. Gamers are 
urged to save the mermaid 
seven times for a special 
surprise, 


OPINIONS : 


MIKE: Here we have a multiple 
sereen game that has as its 
basic premise the rescue of a 
fair mermaid (forget the fact 
that the hero is a dolphin). 
I can just hear the rising 
expectations out there, but 
don't hold your breath wait- 
ing for this one, The graph- 
ics are good, though they 
really aren't anything that 
hasn't been done before, 
sometimes with games that 
were a lot more fun to play, 
and that's about all I really 
liked about it. 

The play isn't as hard as 
it seems at first, but by the 
time you've mastered the con- 
trol of the dolphin and sea- 
gull, you'll be too bored 
with the overall challenge to 
enjoy the rest. I've never 
liked the idea of slidin 
through moving objects tha 
resemble nothing I am famili- 
ar with in real life, as you 
must do in this game. It 
leaves me with an uneasy 
memory of the kind of play 
offered in Data Age's ill- 
fated JOURNEY: 

The control of the game's 
on-screen characters is good, 
and the multiple sereen dis- 
plays do add an extra dimen- 
sion to the play that is much 
needed, but it just doesn't 
come through with the impact 
that is needed to compete in 
the video game market today. 

My advice here is to stay 
away from this game. I 
wouldn't even put this one on 
my Christmas list. I simply 
didn't think it was that fun 
to play. 


ALAN: Bah! Humbug! I'd like 
to find this game in my 
Christmas stocking any time 
-- but I sometimes don't have 
the average video gamer's 
tastes. 

I can see why Mike didn't 
like this one. It isn't his 
type of game, and it won't be 
for a lot of you, either. 
That's because FATHOM is a 
quest, an adventure game, if 
you will, and Mike rarely 
appreciates those, unless 
there is a lot of arcade- 
style shoot-em-up action in- 
volved as well. 

The bad news is that FATH- 
OM doesn't feature any high- 
level rapid-fire shooting 
blasting or other typical 
attack-style arcade action. 
The main action involved in 
the play is searching for the 
pieces of the trident -- and 
avoiding collisions with sea 
weed, octopi and black 
birds. The good news is that 
it's a really pretty multi- 
sereen quest for the VCS that 
keeps getting tougher each 
time you solve it. ; 

I would have liked it 
better if there were more 
sereens and different types 
of obstacles, but the ever- 
expanding playfield as you 
save the mermaid makes up for 
this lack, Actually, I'm sur- 
prised so bases and dis- 
play was crammed into one VCS 
cartridge. If you like this 


type of action, you'll be 
surprised, too. 

n short, this is truly an 
original adventure-type chal- 
lenge. There aren't any dra- 
gons to slay and there is 
never an alien in sight, but 
video questers should enjoy 
it for the variety, origin- 
ality of concept, and chal- 
lenge. Look into it. 


RATINGS: 


Concept: New 
Graphics/Sound: Fair - Good 
Difficulty: Student 
Interest: 

One Day - Six Months 





DONKEY KONG JUNIOR 


From Coleco, for the Atari 
vcs, Sears' Tele-Games, Co- 
leco's Gemini, and other 
similarly-compatible video 


game systems. 


This is the VCS transla- 
tion of the popular arcade 
game of the same name, al- 
ready available for play on 
Coleco's own ColecoVision 
video game system, and re- 
viewed in this issue for 
Mattel's Intellivision, It's 
a running/jumping/climbing 
sequel to the now world- 
famous arcade and home video 
game hit, DONKEY KONG, for 
one or two players at a time, 
using the standard joystick 
controllers. 

This is virtually the same 
ame as the one described in 
his issue for Intellivision 

btrae but for the Atari VCS. 
11 three screens are avail- 
able for play, and the play 
and rules of the game itsel 
are also virtually identical. 


OPINIONS : 


MIKE: This is yet another 
example of Coleco's con- 
pinuing problem with adapting 
for other systems the arcade 
rae! they do so well with 
or their own, at least as 
far as the graphics go. This, 
however, isn't really a solid 
indication as to the way the 
game plays, and shouldn't 
always be used as the sole 
reason for deciding whether 
it's a good — or not, 

bay are already a lot of 
really good climbing games 
for the VCS. Coleco's DONKEY 
KONG JUNIOR isn't the best, 
but it does rank right up 
there as one of Coleco's best 
vcs efforts to date, Anyone 
who has seen this game in the 
arcades will be very disap- 
pointed with the overall gra- 
phie display and, in some 
respects, with the way it 
plays in the home, In fact, 
if you already have the Cole- 
ecoVision system, there isn't 
= need to buy this game. It 
will only be a disappointment 
in comparison. But, for those 
of you with the VCS and no 
other system, it isn't as bad 
as it at first might seem, 

The play is a bit slow, 
but the action is fairly true 
to the original. You must, 
however, want to have this 
version, and to have thor- 
oughly enjoyed it in the 
arcades, if you expect to 
enjoy it at home, 


ALAN: This one plays ok, I 
guess. I didn't like it as 
much as I did the Intel livi- 


sion version, but I suppose 
that's because this one seems 
to work better for disk (or 
short, stubby ColecoVision) 
controllers -- at least for 


me, 

Actually, I didn't think 
the graphics were all that 
disappointing, considerin 
the fact that all three o 
the screens from the Coleco- 
Vision game are present and 
accounted for. It just didn't 
feel as close to the arcade 
original as the Intellivision 
and ColecoVision translations 
did, graphics aside. 

till, VCS DONKEY KONG 
JUNIOR is better than Cole- 
co's VCS DONKEY KONG was and, 
if you really must have the 
game for your VCS, it will 
provide you with a reasonable 
challenge, I just don't think 
it was worth paying the full 
retail price for. Keep 
trying, Coleco, you keep get- 
ting closer and closer to the 
mark with games for this 
system, 


RATINGS: 


t: Familiar 





Graphics/Sound: Poor 
Difficulty: Novice 
Interest: 

Two Weeks - Six Months 
POPEYE 


From Parker Brothers, for the 
Atari VCS. Sears' Tel e-Games, 
Coleco's Gemini and other 
similarly-compatible video 
game systems. 


This home version of POP- 
EYE is essentially the same 
game as the one for ColecoVi- 
sion play, described in more 
detail elsewhere in this is- 
sue. All three screens are 
available for play, for one 
or two gamers ftakdng turns), 
The grere though less 
detailed, are also very simi- 
lar, as is the overall game 


play. 
OPINIONS: 


MIKE: This game is an excel- 
lent example of the way Par- 
ker Brothers is mastering 
quel arcade translations 
or all systems, always mak- 
ing the graphics the very 
best possible for each. The 

never skimp when they wor 

with the lesser systems, and 
that's always a commendable 
attitude for game designers 
and manufacturers to exhibit. 

I liked the Pacer on 
this version of the game. 
They aren't even as nice as 
some I've seen produced on 
the VCS, but they still look 
eS and work well on every 

evel, Then Parker Brothers 
took what memory 
they didn't use for graphics 
and put it into some game 
play that is very similar to 
what's available in the ar- 
eade version. 

Most of the major elements 
of the arcade game are pres- 
ent in this VCS video chal- 
lenge -- even the overall 
feel (and that's unusual, 
believe me!). In some res- 
pects, this version might 
even be better than those 
done for the other more ad- 
vanced video game systems, 
because the play isn't quite 
as finely tuned. This means 
you must be even more on your 


very wisel 


toes all the time or the 
action will quickly get the 
best of you. This is a 
commendable VCS translation 
of a worthy arcade challenge. 
All VCS owners who liked the 
arcade version, or who simply 
like a good climbing game, 
should enjoy it thoroughly. 
After all, anyone who eats 
spinach can't be all bad. 


ALAN: What else can I say? 
Mike's right on every point 
when it comes to this game. 
I've already explained my 
basie lack of interest in the 
arcade — in my review of 
the ColecoVision version 
(elsewhere in this issue), 
and this was the first home 
translation of the game I 
ever played, so it goes with- 
out saying that I wasn't too 
enthusiastic when | first 
plugged POPEYE into my VCS. 
After about fifteen minutes 
of glancing he A the in- 
structions and fid ete J with 
the joystick, I was hooked 
into a play session that 
lasted two hours -- and 
seemed like another fifteen 
minutes, I've played it a lot 
more since, 

Parker Brothers has done a 
superb job of beinging this 
ame to the VCS. Their 2600 
POPEYE is a testament to good 
programming for the system 
that others in the field 
should study and follow. If 
you're looking for some solid 
arcade-style climbing action, 
get this game for your VCS. 


RATINGS: 


t: Familiar 
Graphics/ : Very Good 
ifficulty: Student 
Interest: Six - Nine Months 





GHOST MANOR/ 
SPIKES PEAK 


From Xonox, for the Atari 
WS, Sears' Tele-Games, Cole- 
co's Gemini, and other simi- 
larly-compatible video 
systems. 


Both S were de- 
signed by BROC THC. 


This cartridge is the 
first of Xonox's new "double- 
ender" Mbps with an origi- 
nal and completely different 
gene rogram on each end. 

is a multi-secreen 
maze/adventure, SPIKE'S PEAK 
is a multi-screen climbing/ 
adventure challenge. Both 


games are for one player at a 
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time using the standard joy- 
stick controllers. 

In GHOST MANOR, the preyes 
may select to control either 
a boy or a girl. The object 
of the game is to save a 
friend of the opposite sex, 
who has been captured and is 
Phen held prisoner in a 
ghastly haunted mansion, The 
on-screen boy or girl is 
moved in the desired direc- 
tion by pushing the joystick. 

In the first screen, the 
gamer must chase a ghost 
around a cemetery. Each time 
the ghost is tagged, one 
spear is added to an arsenal 
the gamer can use in the 
second screen. 

The second screen isa 
view of the front of the 
haunted mansion, A variety of 
spooks and a horrid axe- 
chopping mummy are guardin 
the entrance. The player mus 
shoot them all out of the 
way, Slide-and-shoot style, 
to enter. Pressing the red 
fire button releases one 
spear from the player's lim- 
ited supply. 

In the third sereen the 
py ibbel is inside, on the 

irst floor of the mansion, 
The floor is a simple maze of 
four rooms, two stairways, 
and some corridors. Each room 
also contains a coffin. The 
player must run from coffin 
to coffin, trying to find the 
wooden stakes he or she will 
need to battle the vampire 
later in the game, Touching 
each coffin will either pro- 
duce a stake or nothing 
but there's at least one on 
each floor. Meanwhile, a 
ghostly wall constantly 
slides back and forth across 
the entire floor. If the wall 
touches the player's on- 
sereen character, that boy or 
girl is lost, When the stake 
has been found, the player 
ean then go up the stairs, to 
the fourth sereen. 

The fourth sereen is a 
view of the second floor of 
the mansion. The second floor 
looks much like the first, 
with four more rooms, cor- 
ridors, stairs and coffins, 
in a tougher configuration, 
and another deadly sliding 
wall to avoid, Again, the 
player ean look for another 
stake before moving on to the 
stairs which lead to the 
fifth screen, 

The fifth screen is a view 
of the top floor of the man- 
sion. This is the vampire's 
lair, and the player's cap- 
tured friend is visible ina 
room at the top of the 
sereen, As soon as the player 
enters this floor, the vam- 
pire drops down and starts 
the chase. If the gamer has 
some stakes, he or she can 
patxe the red button and try 

o push the vampire up into a 
second room at the top of the 
sereen. If successful, the 
poayae s eaptured friend will 

eave the room and follow the 
on-sereen hero to the stairs 
that lead out of the mansion. 

The play is for points 
and, if possible, to make the 
rescue. GHOST MANOR can also 
be played at either of four 
skill levels, the higher of 
which limits the number of 
spears the gamer gets, and 
forees the player to run 
through the mansion with only 
occasional lightning to see 





by. 

In SPIKE'S PEAK, the play- 
er must maneuver a mountain 
climber to the top of the 
mountain before he freezes, 
collecting enough points 
during the climb to win the 
‘ame. 
Each gamer starts with 
three lives. The first screen 
shows the mountain in the 
distance, with the Spike 
winding his way up a path as 
the plese: pushes the joy- 
stie to start the climb. 
When he reaches the flags, 
the display switches to 
sereen two and the climb 
begins. 

In sereen two, the player 
must walk up a series of zig- 
zagging paths that lead from 
the bottom of the sereen to 
the top. 
through the meadows, and they 
are dotted with black and 
brown squares, representin 
canyons and caves into whic 
the climber can duck for 
safety when attacked by swift 
eagles and deadly bears. If 
an eagle or bear touches the 
elimber, one life is lost. 
The joystick must be pushed 
up or down, when the climber 
is in front of a cave or 


canyon, to make him duck 
inside. The trouble is, a 
bear can also duck into a 


eave. If the climber jumps 
into a cave with a bear, or 
if a bear joins him later, 
he's a goner. 

In the third screen, the 
player must jump his or her 
climber over rocky ledges, 
represented on-screen by 
three slightly-askew broken 
horizontal lines, to climb to 
the top. As he climbs, the 
mountain adventurer must a- 
void rock slides, several 
giant boulders and cactus, 
all of which will eliminate 
him with a touch. 

The fourth sereen is at 
the mountain's ice cap. Again 
the climber must ascend a 
zig-zag trail to the top of 
the sereen, This time, how- 
ever, he must constantly 
watch out for the icy path, 
snow avalanches and an abom- 
inable snowman that will al- 
ways try to kill him, Ice 
axes can occasionally be 
picked up along the way, to 
help him battle the snowman, 
and ice diamonds that add 
points to the player's score. 

If the climber can make it 
to the top of the fourth 
sereen, the gamer gets to 
wateh him go on to plant a 


These paths wind: 


flag in the mountain's peak 
in the fifth and final sereen 
of the game. ; 
The play is for points 
and, if possible, to make it 
to the foo of the mountain. 
An added time element -- the 
dropping temperature -- is 
thrown in, for extra measure, 
SPIKE'S PEAK can also be 
layed at any of four dif- 
Perent skill, levels, which 
affect Spike's jumping, his 
speed of movement, the ea- 
§ es' warnings and the dead- 
iness of the falling boul- 
ders. 


OPINIONS: 


MIKE: Sometimes it ‘seems that 
the more things change the 
more they stay the same. Here 
we have a new concept in 
video games: two cartridges 
that are piggy-backed into 
one, so that you're essen- 
tially purchasing two games 
for the price of one. That's 
a novel idea and Xonox should 
be commended for taking such 
a bold move. Unfortunately, 
neither of the games on their 
first double-ender is worth 
the price of a single car- 
tridge, and two bad video 
games don't make one good 
one, I don't care how you put 
them together. 

Most first releases from 
new video game companies seem 
to be very weak graphically, 
and these two are no excep- 
tion. The second problem a 
lot of new producers have is 
also present in both of these 
games -- there isn't enough 
game here to even remotely 
consider playing, next to the 
better ones that are current- 
ly available for the system. 
The play and movement on the 
sereen reminded me a lot of 
Data Age's early releases, 
and we all know where those 

ames got that company. I 
just hope Xonox ean pull its 
act together and do something 
better next time around, or 
they may follow the same 
corporate path, 

I wish more game companies 
would work on giving us a 
game first and gimmicks, if 
any, as an afterthought, iat- 
er. Too many start with the 
gimmick and I would venture a 
guess that's the case here. 

In the end, I must advise 
you to avoid this cartridge, 
despite the fact that it 
appears at first to be a 
bargain. Neither game is even 
good for a laugh. 


ALAN: I notice Mike just sort 
of lumped these two games 
together into one review, so 
I'm going to try it a little 
differently. There are two 
games here, and they each 
deserve their own comments, 
so I'll cover each one sep- 
arately. Then I'll wrap it up 
with a brief overview. 

SPIKE'S PEAK is a dis- 
aster. At least, it was for 
me, Maybe it's just been 
designed to be so hard that 
no one will ever beat it 
without hours and hours and 
hours of heavy practice, but 
I simply couldn't get any- 
where on this one, no matter 
how hard or on what skill 
level I tried. The control of 
my on-screen climber was so 
haphazard and imprecise that 
I simply couldn't master it 
and gave up in frustration 
after an hour. Period. 


GHOST MANOR was more in- 
teresting. Here there was a 
challenge I could sink my 
teeth into. The slide-and- 
shoot battle at the mansion's 
entrance was a worthy one 
especially with that infernal 
mummy constantly hacking and 
chopping at you, and, once 
inside, the quest seems im- 
possible especially at the 

igher skill levels, where 
you must make your way in the 
dark. But -~ at least it is 
ossible. After a couple of 
ours, I had rescued the girl 
on the easiest level and was 
working my way through the 
mansion without lights, at 
the higher skill levels. 

But this game is. marred by 
some serious flaws, too. The 
ghost chase at the beginnin 
is a total waste of time an 
VCS memory and, after going 
through it all, the battle 
with the vampire is Sits 
pointing. If you ask me, the 
elimax of a supposed "ad- 
venture"-type game like this 
one should be rit fe 
paring you feel like all the 
effort was worth it in the 
end and challenging you even 
more than the quest itself. 
The climax in MANOR was 
a let-down. 

Overall, both games uti- 
lize graphies that are far 
too simplistic to make it in 
today's market. I would have 
been much happier if Xonox's 
designers had used only two 
or three screens in each 
game, and made them look and 
play better. Personally, I 
think they've simply tried to 
accomplish too much all at 
onee and this is where the 
cartridge, as a whole, fails. 

In the end, T have fo 
agree with Mike. Stay away 
from this one, There are too 
many better games to spend 

our money on, 
PIKE'S P is no bargain. 


OPINIONS: 


Concept: Original 

Graphies/Sound: Poor 

Difficulty: Student 
Interest: Yawn - One Week 


LONDON BLITZ 


From the Avalon Hill Video 
Game Company, for the Atari 
vcs, Sears' Tele-Games, Cole- 
co's Gemini, and other, simi- 
larly-compatible video fame 
systems. Designed by William 
J. Sheppard. 


LONDON BLITZ is a one- 
player "seek and disarm" vi- 
deo game, using one standard 
joystick controller. The ob- 
ject of the game is to locate 
a number of bombs that have 
been placed all over London, 
and disarm as many of them as 
possible before they explode, 

The game is played in 
three basic phases; the map 
erg the movement phase and 
he bomb phase. First, the 
player looks at a large map 
of the streets of London. The 
map can be scrolled vertical- 
ly with the joystick control- 
ler, as it's about three 
times larger than the TV 
sereen. The streets are 
twisted and many. Enemy 
bombs, each looking like tiny 
glittering lights start ap- 
pearing on the map, one at a 
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time, as soon as the game 
begins. More appear as the 
game progresses. A dot repre- 
senting the player's current 
ee also appears on this 
irst screen. 

While the main map is 
displayed, the player picks 
the bomb he or she wishes to 
disarm, makes a mental note 
of the path he or she must 
make to get to it, then 
presses the red fire button, 
to switch to the "movement 
phase of play. Here, the 
sereen displays a first-per- 
son view of the streets, 
looking like endless halls 
with intersections scattered 
liberally along the way and 
occasional dead-ends. A white 
arrow acts as a compass, 
showing the direction, on the 
first map, in which the py 
er is presently moving. In 
this phase of play, the ip irrs 
ean move down any of the 
halls by pushing forward on 
the joystick, or back up by 
pulling it down, Left/right 
movement is also possible, at 
any intersection, by pushing 
the joystick to move in the 
desired direction, then up, 
to move forward down the 
chosen avenue. As he or she 
moves along the various 
streets, the player can check 
his or her position in rela- 
tion to the chosen bomb by 
pressing the red fire button 
at any time, to return to the 
overall map view. 

When found, the bombs will 
appear on the road ahead, 
Approaching the bomb will 
then change the view to a 
close-up display of the ex- 
plosive charge's inner work- 

is is s i ike 
an x-ray, Showing the outline 
of the bomb and three slides, 
a row of three indicators, 
and a timer, inside. 

Each type of bomb must be 
disatmed differently, but the 
player disarms all of them by 
positioning each of the three 
slides in their right places 
before the timer counts down 
and it blows up. Pushing the 
joystick up or down selects 
which slide will be moved, 
and pushing the stick right 
or left moves it. To test a 
combination, the player must 
push the joystick up or down 
until all three slides are 
green, then to the left or 
right, until a "beep" is 
heard. When the beep sounds, 
the three indicators below 
the slides will change color. 
Each indicator represents one 
of the slides above. If an 
indicator is black, it means 
the slide represented is in 
the correct position. If the 
indicator is red, it means 
the slide should-be moved 
farther to the left. If the 
indicator is green, it means 
the slide should be moved 
farther to the right. When 
all the slides are positioned 
correctly, a high-pitched 
tone will sound, and the 
player will instantly reap- 
pear in the main map phase, 
ready to find another bomb to 
diffuse. This is how the 
Basie Bomb works. 

The Automatic Bomb's 
slides change positions con- 
stantly, and the player must 
check for the correct combi- 
nation until all three indi- 
eators are black. The Random 
Indicator Bomb is basically 





YOU 


the same as the Basic and 
Automatic Bombs, except that 


BOMB 


the three indicators may in- 
dicate any of the slides 
above, and not necessarily in 
the same order that they do 
on the first two. 

The play is for rank, not 
points. Players may select 
their beginning rank at the 
start of the game, but this 
will affect the number of 
tries allowed for palit dey 
each bomb, and the amount o 
time before each bomb ex- 
plodes. The gamer's rank will 
climb as more bombs are dis- 
armed, and can drop as bombs 
explode on the map. Each 
gamer's performance is rated 
by the ending rank displayed 
at’ the game's end, The game 
ends whenever a player reach- 
es the highest possible rank, 
is "busted" below the lowest 
Magda rank, or is blown up 
y a bomb while defusing it. 


OPINIONS: 


MIKE: 
cette 3 things, 
just blowing things up for 
the sheer fun of it, and this 
game provides you erie 
the first kind of action. 
It's not your usual fast- 
action game that will burn 
out your reflexes and cause 
your adrenaline to pour into 
our blood stream at a fever- 
ish pace, but it will make 
you move and think at the 
same time. 

Speed and brains are what 
it takes to succeed at play- 
ing Avalon Hill's LO IN 
BLITZ, and those are the two 
things I appreciate most ina 
good video game. By speed, 
I'm not talking about sheer 
reflexive movement, either. 
I'm talking about not hanging 
around in one place too long, 
if you intend to score high. 

raphically, this game 
really isn't much to look at, 
but, still, everything is 
well-defined on the sereen so 
there is no confusion. The 
sound isn't much help in the 
play, but it doesn't make you 


I like to run around 
rather than 


want to pull your hair out, 
either. Play-wise, I think 
LONDON BLITZ is so much just 


the kind of game every system 
needs that you won't have to 
depend on stupendous graphics 


i mare you a Fink ob It's 
ust plain fun to play. 

LONDON BLITZ isn't a good 
arcade-style game, and this 


might keep a lot of people 
from liking it, but there are 
always a lot of us out there 
who like good deers that 
don't require blinding re- 
flexes. That's probably be- 
cause some of us don't have 
those reflexes anyway. 

In short, take a good hard 
look at this game in the 
stores, or on a friend's VCS. 


It might not be just the 
thing you're looking for, but 
that doesn't mean that a lot 
of you won't find it just as 
enjoyable as I did, either. 


ALAN: I agree, I agree! LON- 
DON BLITZ has already been 
"bombed" by more than one 
other reviewer, and I'm 
heartened to see that my 
esteemed colleague has the 
sense of what makes a video 
ame good that those others 
acked. This is precisely the 
kind of game I expected from 
a company like Avalon Hill -- 
and would never have guessed 
they could produce, Not for 
the VCS, anyway. 
Considering the compli- 
eated game play they worked 
into this cartridge, I was 
blades | a bit surprised at 
the quality of graphics that 
designer William J. Sheppard 
was able to work out, with 
the remaining memory. Consid- 
er: the overall map display 
is more complex than the 
scrolling maze on CommaVid's 
excellent MINES OF MINOS, and 
the first-person "movement" 
phase looks every bit as good 
as Starpath's incredible - 
E MINDMASTER. 


Really -- how could anyone 
expect more than this, on the 
? 


As for the play itself, it 
sounds like it could get to 
be a bit repetitious, and it 
is to a certain degree, but 
it all moves so fast you 
never have time to get bored 
with it. I think the action 
builds to enough of an adre- 
naline-producing frenzy, as 
the map fills with bombs and 
time starts running out, to 
keep most any arcade game fan 


nappy. too, 
t this game, even if you 
usually only like rapid-fire 
blast-em-ups. BLITZ is 
one of the best new combina- 
tions of at rates and skill 
produced for te vcs in 
years. 
RATINGS: 
t: New 
Graphics/Sound: 
Fair - Very Good 
Difficulty: Graduate 


Interest: One Year 


POLE POSITION 


From Atari, for their Atari 
5200 "Super System" video 
game console. 


This is the home transla- 
tion of the popular arcade 
game of the same name, al- 
ready available for play on 
the VCS 2600 system, for one 
player at a time, using the 
standard joystick/keypad con- 
troller. The object of the 
game is to drive a high- 
"eghe gebien ms race car, first 
n a qualifying heat, then 
if the player's time is ood 


enough, in the Grand Prix 
itself. 
The game is essentially 


the same as for the 2600 
with improved graphics and 
additional play options, Gam- 
ers may choose from four 
different race courses, all 
of which are basically ident~- 
ical. Each progressively 
tougher track, however, in- 
cludes increasing numbers of 
other racers on the course, 
all driving more erratically, 


CONTINUED ON NEXT PAGE 


NOTICE 
OF NEW 
ADVERTISING 


AVAILABLE TODAY. 
CALL (913)478-9082 





Give your video game customers the most complete service 

possible by selling every issue of THE LOGICAL GAMER in your 

retail store. It's the special consumer video games monthly 

your customers can't find on newsstands anywhere, providing 

you with a higher profit per copy, return priviledges and 

less competition for single copy sales. WRITE ON YOUR LET- 
TODAY for complete details. 


MAIL ORDER DEALERS — THE LOGICAL GAMER has a high~profit 
drop-ship subscription plan for you, so you can give your 
customers the most complete service, too. Write on your 
letterhead and we'll send you all the details on how you can 
put THE LOGICAL GAMER in your catalogue and more profit in 
your business, with no investment in additional stock! 


THE MONTHLY HOME VIDEO GAMES REVIEW 


8125 S.W. 21st- 


THE LOGICAL GAMER — PAGE 11 


TOPEKA, KANSAS 66615 





SE ac a RM a a a NS I A IE SE IE BN EADS RTE AT Ne RETESET 





making collisions harder to 
avoid. 

Players steer their cars 
by pushing the joystick left 
or right, and shift into high 
and low gear by pushing it up 
or down. The side action 
buttons act as the accelerat- 
or and brakes. The gamer's 

ualifying time during the 
irst heat determines his or 
her place in the eight-car 
line-up for the main event, 
if it was good enough to 
qualify for the race at all. 
Then, as the race is run, the 
number of cars passed and 
overall time will determine 
if the poanee can continue 
for all the laps of the race. 
Players may also select a 
race, on each of the tracks, 
thaf*is one to eight laps in 
length. 


OPINIONS: 


MIKE: This version of POLE 
POSITION lacks only one thing 


that the arcade game had -- 
and, personally, I'm glad to 
see it go. In the arcade 
version, there seems to be a 
built-in loss factor that 
only got tougher the more I 
played, no matter how good I 
eventually got, so it con- 
tinuously ate quarters at 
a very rapid clip. This home 
version is still tough as 
nails to beat, but at least 
it doesn't cost you a quarter 
a try. The famous IPEDE 
sign that I always used to 
smash my car into isn't on 
the home version, either -- 
but don't get your hopes up, 
There are still prety of 
roadsigns to smash into -- 
thee Just don't say "CENTI- 


The graphics on this ver- 
sion are excellent. It gives 
you the feel of a genuine 
road race. This feeling 
leaves you the first time you 
try it with the 5200 joy- 
stick, but all things can be 
overcome with the right a- 
mount of determination. After 
a few practice runs through 
the course, you will begin to 

et the feel of the control- 
ers. And, since you don't 
have to put a quarter in each 
time you want to play, 
there's no sense making it 
too easy, right? 

The opening sound effects 
on this version are also 
every bit as good as those in 
the arcade game. This always 
helped get me in the mood for 
another race and is another 
plus for Atari's programmers. 
The other obvious plus to 
this game is the fact that 
you don't have to buy any 
additional hardware to play 
it; 
I still don’t care for the 
time-limit factor that is 
present in each round of play 
because it makes me wonder 
about the long-term playa- 
bility of the match. After 
several hours of play, how- 


ever, boredom still hasn't 
set in for me, but those 
hours were not consecutive. 
Still, I kept coming back to 
it for more, so I guess it 
‘ok be that bad, now can 
t? 

Overall the play is really 
close to the arcade version. 
I still don't think this one 
has any really long-term play 
potential, but it's still a 
very. wor thy effort that you 
might do well to consider 
buying. 


ALAN: I am impressed. After 
Activision's and Cole- 
co's TURBO, I must admit I at 
first wondered how well this 
one could fare, especially 
when Atari brought it out for 
the 2600. But I liked it 
there and it's even better 
for play on the 5200. 

I'll tell you what I like 
most about this game: the 
same time-limit factor that 
Mike didn't like. The other 
two home racing games I men- 
tioned had this as well, but 
they were just a bit less 
severe about cutting you off 
mid-race. As Mike has already 
pointed out, however, there's 
nothing wrong with making a 
tough video game for home 
play, just as long as the 
challenge and playability 
hold your interest enough to 
keep you popping that "reset" 
button and trying again. The 
other racing games I men- 
tioned were all very good, 
but they tended to wear me 
out. When I was done with a 
couple of tough races I quit. 
Not so with POLE POSITION. 
First, I didn't even qualif 
the first eight or a0 times 
tried this one, Then I got 
occupied with trying to qual- 
ify for a better place in the 
race, Then I coneerned myself 
with driving the race to the 
end of four laps -- which I 
still haven't succeeded at. 
This is not to mention the 
fact that I have been racing 
on the easiest level, for the 
most part, all along! There's 
still three other tougher 
courses to try -- and four 
more laps-f ¢an add to the 
challenge when I've mastered 
that. 

So, I think this is defi- 
nitely one of the most play- 
able bagi games currently 
available for home play -~ 
for the 2600 or 5200. The 
5200's superb graphics, and 
extended opportunities for 
altering the challenge makes 
it even better. If you have 
the system you should have 
this game. Period. End of 
race -- er -- I mean -- re- 


view. 
RATINGS: 
t: Familiar 
Graphies/; : Excellent 


Difficulty: Novice - Graduate 
Interest: Six months. 





From Atari, for their Atari 
5200 "Super System" video 
game console. 


This is the 5200 transla- 
tion of the famous and popu- 
lar arcade original of the 
same name, already available 
for play on the VCS 2600. For 
one or two players (taking 


turns), the object of the 
game is to move from maze to 
maze, blasting at the enemy 
robots. The player must also 
avoid the bouncing Evil Otto, 
who always enters the battle, 
if it rages on in any one 
room for too long, and earn 
the highest score possible 
before all of the gamer's on- 
screen men are blasted. 

This game plays very much 
like the arcade original. The 
rules are the same as for the 
2600 game and the graphics 
aren't that much different 
from the earlier home ver- 
sion, but Atari has added a 
taunting, mechanical-sounding 
robot voice that constantly 
taunts the player, calling 
out, "Chicken! Fight like a 
robot!" and "Got the Chicken, 
Got the humanoid.", and other 
similar phrases, 

The play is for points, 
earned for eliminating enemy 
robots’ and as bonuses, for 
clearing an entire room of 
all the robots, Each room 
starts out full of marching 
and shooting enemy robots, 
seattered or in bunches. The 
gamer moves his or her on- 
sereen man around the sereen 
by pushing the joystick in 
the desired direction, and 
fires his lasers in the di- 
rection the joystick is 
pointed by pushing the side 
action buttons. The gamer can 
step out of any maze and 
enter a new one at any time. 
If a player stays in a room 
too long, Evil Otto, the mad 
scientist who created the 
mazes and robots, will enter 
the room and finish the job 
his robots couldn't complete. 
Otto moves quickly in a 
bouneing path, heading di- 
rectly towards the gsyere 
on-screen man. He will elimi- 
nate the player's man if he 
eatches up before the gamer 


- @an move him out the door and 


into a new maze, 

Each successive maze is a 
bit tougher than the last. In 
the first maze, the robots 
are unarmed, but they get 
armed and deadly as the game 
progresses. The game is over 
when all of a player's re- 
serve on-screen men are lost. 


OPINIONS: 


MIKE: 5200 BERZERK is the 
closest thing to the arcade 
version so far, if you don't 
mind using the 5200 control- 
lers, The game isn't easy, to 
say the least, and that's why 
I like it so much. The ar- 
cade, VCS and 5200 versions 
are all a sheer joy to play, 
and the good fun be keeps 


tek at you in all of them. 
= Seca a be to be a 
sealed-down predecessor to 
SPACE DUNGEON, without being 
so nerve wracking. 
The graphics of the game 


are nothing to rave about 
but, then again, even the 


areade version didn't have 





the best graphics. Graphics, 
Leper shouldn't make or 
reak a great game. The key 
to BERZERK’ s success so far 
is the fact that it's really 
simple to understand and 
start playing right away, but 
it's very hard to master, 

The game calls for quick 
thinking and reflexes, but 
you don't have to be a fight- 
er Bila with the right stuff 
to be successful deying it 
(although it wouldn't hurt 
pais score to play it likea 
ighter pilot flies a jet). 

But -- what puts this ver- 
sion above the others is the 
sound effects, Without having 
to buy another piece of hard- 
ware, you can be called a 
chicken just for showing the 
common sense to leave a maze 
before Otto gets you. The 
sound on the voices isn't as 
clear as it is in other voice 
games (like Mattel's Intelli- 
voice) that I've heard but, 
considering the fact that you 
don't have to pay extra for a 
voice module, it's really 
impressive, This is the best 
home version of the arcade 
game so far, and should be a 
welcome addition to your 5200 
library. 


ALAN: This is, as Mike said, 
an impressive version of BER- 
ZERK -- propanly the best so 
far. And, the addition of 
voices without the require- 
ment of extra perip eral 
hardware is a pleasant and 
welcome surprise that works 
well, adding an element of 
fun to the game that wasn't 
present in the 2600 transla- 
tion, But -- I don't know -- 
it just seems to me that this 
version came out too late. ! 
know Mike loves—BERZERK, ~and 
I'm sure a lot of you do, 
too, but I've already been 
exposed to some newer games 
for the 5200 that, quite 
honestly, put this one to 
s 


I thought the graphics 
were fine. As Mike mentioned 
there wasn't any great detail 
to the graphics in the arcade 
version, either. And this one 

lays smoothly -- very nearly 
identical to the way the 
areade original played. I 
just got tired of playing it 
a long time ago. I enjoyed a 
chance to play the game a- 
gain, while writing this re- 
view, but I seriously doubt 
that I'll pull it out for an 
extended session later. Maybe 
I've just been spoiled. 

In short, BERZERK fans 
will relish this 5200 version 
because it's the best so far. 
For the rest of us, it's a 
solid translation of a game 
that's already seen its day. 


RATINGS: 


Concept: Familiar 
Graphies/Sound: 

Good - Very Good 

Difficulty: Student 
Interest: One Week - One Year 





JOUST 


From Atari, for their Atari 
5200 "Super System" video 
game system, 

JOUST is the home transla- 


tion of the popular arcade 
game of the same name, for 
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one or two players using the 
standard joystick/keypad con- 
trollers, The player has 
landed on a bizarre planet 
filled with alien gladiators 
picing giant armored birds. 
Astride his or her own arm- 
ored flying mount, the player 
must do battle with the glad- 
iators to survive. 

The screen is filled with 
a number of ledges, each with 
a grey “regeneration pad," 
from which the alien gladi- 
ators and players appear. As 
soon as the game begins, the 
first gladiators appear and 
begin flying around the 
sereen, challenging the play- 
er to battle. The player's 
own on-screen figure and 
mount appear at the bottom to 
Start, then re-appear any- 
where, after a life has been 
lost in battle, 

The bird flaps its wings 
when the ae? presses either 
lower side button. It sails 
up into the air a little each 
time the wings are flapped, 
and settles slowly back to 
the ground when its wings 
aren't flapped for a moment. 
The joystick controls the 
direction of the bird's 
flight, and also makes it run 
along any ledge upon which it 
has landed, The gamer's bird 
can run in either direction, 
then stop, skidding briefly, 
turn and run in the other 
direction, at the player's 
discretion. It also may run 
off the edge of a ledge and 
drop to the next one or take 
flight, 

en the player confronts 
an alien gladiator, the out- 
come of the battle is deter- 
mined by which on-screen 
character-TS" higher at the 
time they collide. If both 


gino A hors are the same 
eight upon collision, the 
is a draw and both 
bounce away from one another 
unharmed, When an alien glad- 
iator has been eliminated, it 
turns into an egg which falls 
to the nearest ledge. The 
player must touch this eee 
for extra points, or it wi i 
eventually hatch into an even 
isk od gladiator. 

here are three types of 
alien Buzzard Riders: the 
Bounders (wearing red), the 
Hunters soar ile gray) and 
the Shadow Lords (wearing 
blue). Each is tougher than 
the last. 

The player must also con- 
tend with a lava pit and the 
Lava Troll, both at the bot- 
tom of the screen, and the 
Pterodactyl, which flies all 
over the screen at various 
times during the game. Af- 
ter the first round of play, 
the lava pit opens up. If the 
player falls into the pit, 
one life is lost. If he or 
she flies too close to the 
pit, the Lava Troll may reach 
up with his awful hand and 
grab the mount right out of 
the sky. With effort, a play- 
er can free his or her mount 
from the Troll's grip, but he 
holds on tighter as the game 
prperegeee: The Pterodactyl 

lies from side to side, at 
various heights and during 
different portions of the 
ame. This giant prehistoric 
ird can be eliminated, but 
it takes a direct hit on the 
beak to do him in, Otherwise 
any contact with him will 


joust 


lose the player one life. 

Each time all the Buzzard 
Riders have been eliminated, 
a new wave begins. The longer 
the player or players sur- 
vive, the harder the chal- 
lenge becomes, with fewer 
ledges and more Buzzard Rid- 
ers that fight a tougher 
battle. Certain special waves 
also provide the player with 
opportunities to earn bonus 

oints. In the Survival Wave 
one-player), the gamer earns 
3000 points if he or she can 
stay on the mount for the 
entire round, Both players 
must try to stay seated for 
the entire wave to earn 3000 
oints each in the Team Wave 
Ctwo- player). In the Gladia- 
tor Wave (two-player), the 
first player to unseat the 
other earns 3000 bonus 
points. In the Egg Wave (both 
modes), all the Buzzard Rid- 
ers start as eggs which the 
player or players must col- 
leet quickly, before they 
hatch. The Pterodactyl Wave 
starts right out with the 
flying prehistoric beastie 
on-screen. 

The play is for points, 
earned for unseating the Buz- 
zard Riders, collecting eggs, 
losing a life, and earnin 
the bonus points describe 
above. In the two-player 
mode, both players are on the 
sereen at the same time, and 
ean also battle each other. 
The game is over when all of 
a player's or both players' 
gladiators are lost. 


OPINIONS : 


ALAN: If I was to rate a game 
entirely on its originality, 
I would have to give Atari's 
JOUST one of the highest 
ratings I could. In the ar- 
cades- and at home, this is 
one of the most innovative 
new game concepts I've seen 
in a long long time. And, 
although I thought the graph- 
ics were just a little on the 
sparse side in both versions, 
and somewhat sharper and bet- 
ter-defined in the arcade 
than in this home transla- 
tion, they are both ver 
close, completely functional 
and a pleasure to look at. 
The sound effects, too, are 
really nice, They clearly 
indicate a joust that is a 
draw, failure or success, and 
when a player is re-entering 
the sereen, collecting an 
egg, running, skidding or 
whatever, with different 
sounds that are effective and 
a to distinguish from one 
another. A triumph in presen- 
tation all around! 

When it comes to the play, 
I have to mention that some 
of you will get frustrated 
learning to fly your gladi- 
ator, but the effort to mas- 
ter the play will be well 
rewarded with one of the most 
interesting and challenging 

ames to come along in years, 

mean that! Besides, the 
arcade version was no simple 
matter to learn to play, 
either. I love JOUST! And -- 
the more I play it the more I 
love it. 

Buy this game for your 
5200. It's original and a 
delight to play. On top of 
that, the increasing chal- 
lenge is enough to keep you 
playing for many months to 
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come, It's a best-buy all 
around that you really 
shouldn't live without. 


MIKE:! have always longed for 
the return of the days of 
knights in shining armor, 
riding off to save a fair 
damsel or to battle a dragon, 
and this game brings those 
days to your home screen, But 
-- wait a minute -- these 
Fuys are riding what looks 
ike giant ostriches, The 
graphies aren't bad at all 
and I can see clearly they 
are ostriches! It's really 
true! I suppose it would take 
a true knight in shining 
armor to make these big birds 
fly, put fly they do, These 
are the thoughts I ran 
through when was first 
exposed to this game in the 
arcades a few months ago. 

The home version arrived 
much sooner than I ever 
thought it would, but the end 
result is no rush job. As I 
already said, the graphics 
are very well-done, givin 
you the same feel as you go 
in the arcades while you are 
playing, and this is one of 
the ecartridge's strong 
points, 

The only drawback to this 
home version that I ean find 
is that it is almost too eas 
to play for those of us tha 
had some solid practice in 
the arcades first -- but 
that's only on the first 
couple of levels, and is no 
reason whatsoever to hold off 
buying this one for your 
5200. It's about as good a 
job as can be done with to- 
day's technology. And, even 
though the single-player mode 
may be a bit slow for some of 
you, the two-player version 

s as much fun as always, 
and, most of the time, even 
more fun than the one-player 
version. In short, if you 
liked JOUST in the arcades 
this is the one for you. if 
you didn't like it in the 
arcades, or never gave it a 
try, check this home transla- 
tion out anyway. You'll be 
glad you did, and I would 
wager you will buy it once 
you've played it just a lit- 
tle while. 


RATINGS: 
Concept: Original 
Graphiecs/ : Excellent 


ifficulty: Student 
Interest: One Year 


K-RAZY SHOOT-OUT 


From C&S Electronics, for the 
Atari 5200 "Super System" 
video game console. Created 
oe Keith Dreyer and Torre 

r, programmed for by 
Kay Enterprises Co. 


K-RAZY “OUT is a 5200 
adaptation of the long-popu- 
lar computer game of the same 
name, for play by one player 
at a time using the standard 
joystick/keypad controller or 
optional track-ball. The 
p ayers on-sereen commander 
is trapped in a never-ending 
series of Alien Control Sec- 
tors, filled with deadly 
Droids. The object of the 
ame is to eliminate all the 
Broids in each sector and 








progress as far as possible, 
earning as many points as 
possible, before all the 
player's commanders are des- 
ogee in battle. 
he player's commander is 
moved by pushing the joystick 
in the desired direction. 
Pressing either lower action 
button fires the commander's 
in. While the fire button is 
epressed, moving the joy- 
stick aims the laser gun in 
all eight directions as it 
fires. 

Each Alien Sector starts 
out with some of the deadly 
Droids already on-screen. 
More appear as the player 
eliminates the ones that are 
already there. Each Sector is 
a different maze, and each 
Sector is different every 
time the game is played. 

Droids move in on the 
player's on-screen commander 
immediately, and return his 
or her laser fire from the 
second maze on, All the 
Droids in a Sector must be 
eliminated before the count- 
down bar runs out, or the 
game is over. Bonus points 
are awarded, based upon how 
much of the countdown bar is 
left, for eliminating all the 
Droids before time runs out. 
The player can always choose 
to chicken out and leave a 
Sector before all the Droids 
have been eliminated, but he 
or she will then be forced to 
re-play up to two previous 
Sectors for no points, each 
different than they were the 
first time, before continu- 
ing the quest. Droids pro- 
gress in each successive Sec- 
tor, changing into fast-mov- 
ing killers with deadly aim 
in the fifth Sector. 

The play is for points, 
earned for ee a the enemy 
Droids and for eliminating 
all Droids in each Sector 
before moving on to the next. 


The player's overall perform- 
ance is also ranked at the 
end of the game, as "Goon," 


"Rookie," "Novice," "Gunner," 
"Blaster," and "Marksman," 
and is further divided into 
five numbered classifica- 
tions, with "Goon 1" being 
the lowest and "Marksman 5 
being the highest. 


OPINIONS: 


ALAN: This was an impressive 
computer game, when 

was still hot in the arcades 
and new for home play, and it 
caught on quite well, mostly 
because the only way to get 
good BERZERK-like play on 
computers other than Atari's 
own was to buy K-RAZY SHOOT- 
OUT. CBS Electronics should 
be proud of their impressive 
icp of reproducing the game 


or 5200 play. 
K-RAZY. -OUT is even 


better, in many respects, 
than the original after which 
it was patterned. The graph- 
ics are simple and straight- 
forward, but the movement of 
the Droids and the player's 
commander, and the endless 
variety of mazes, combine 
with the overall challenge to 
make to Kone! things pretty 
interesting. Better than the 
original BERZERK is the fact 
that you are penalized for 
leaving a Sector before 


ou've blasted all the 
roids, by having to go back 
through the last Sector or 


two without earning any 
peer This makes leaving 
he heat of battle a tougher 
decision to make, 

The only drawback is that 
I've grown tired of the BER- 
ZERK-style battle, and none 
of the improvements on the 
original that are presented 
here made it any more inter- 
esting for me. I don't know 
how you feel about it, but I 
couldn't play this game seri- 
ously for more than a couple 
of hours without putting it 
away, and would most likely 
only pull it out every few 
weeks for another try. If 
that seems worth it to you, 
you might want to look into 

uying K-RAZY SHOOT-OUT. If 
ou've already been playing 
BERZERK a while on the or 
the 5200, then this one is 
too repetitive to be a "must- 
buy" that venerable classic. 

I congratulate CBS on an 
excellent job of ‘rene eae 
a computer game to the 520 
format. Although I'm really 
not too excited about this 
game, I look forward to more 
computer game conversions 
from CBS in the near future, 


ee 


MIKE: It's true, This is just 
a mild variation on the ar- 
cade and home game classic, 
BERZERK but it has been de- 
signed very well for the 5200 
and should be a worth a good 
long look. The graphics are 
pretty, contrary to what Alan 
said. { like the firing posi- 
tion that the man on-screen 
takes when blasting away with 
the lasers, and I thought the 
way your man walks out at the 
bottom of the sereen and 
falls dead when you get shot 
was realistically depicted, 
adding a touch of humor to an 
pepern see bloodthirsty bat- 
tle. 

I also appreciated the 
fact that, unlike BERZERK, 
where you can pretty much 
always tell where your ene- 
mies will appear in each 
room, in this game you are 
never sure. This variation 
puts more excitement into the 


I also enjoyed the com- 
lete read-out of your rank- 
ing and high score at the end 
of the game. After playing 
Atari's 5200 version of = 
ZERK, I did miss the voice, 
but this lack was made up by 
the added feeling that you 
always had to stay on your 
toes, since you never knew 
where the Droids were going 
to appear next. 

control of your man in 
this game seemed to be a bit 
rougher than in Atari's BER- 

, but the lack of control 
went rae with time, and I 
quickly learned not to run 
into dead droids, which ling- 
er on the sereen far longer 
than seemed necessary, allow- 


ing them plenty of opportuni- 
ty to get their revenge. Take 
a good look at this gene, at 
not sure you're going to nee 
this one and BERZERK, since 
there really isn't that much 
difference between the two, 
but you can safely take your 
choice of either of them, if 
you haven't bought either 
yet. I think this kind of 
action is a lot of fun. Alan 
doesn't know what he's 
missing. 


RATINGS: 
t: Familiar 
Graphies/Sound: 
Difficulty: Student 
Interest: 


One Month - One Year 





ASTRO CHASE 


From Parker Brothers, for the 
Atari 5200 "Super System" 
video game console. 


ASTRO CHASE is a popular 
home computer space 
chase/battle game, translated 
for play by one gamer at a 
time using the standard joy 
stieck/keypad controller. 
Eight mega mines are slowly 
drifting toward Earth, and 
it's the player's duty to 
save the world by blastin 
them away before they reac 
it. Enemy saucers and rockets 
attack the player's saucer 
while he or she tries to save 
the day. 

After an elaborate and 
detailed opening scene in 
which a spaceman boards the 
player's saucer, then blasts 
off into space, the scene 
changes to a graphic depic- 
t 


surrounded by a galaxy 0 
other planets, asteroids, 
"hot" stars and space debris. 
The player can fly to all 
corners of the galaxy, which 
is about twice the size of 
the TV screen, by pushi the 
joystick in the desired di- 
rection. The ship will con- 
tinue travelling in the same 
direction until it collides 
with something, reaches the 
end of the galaxy or the 
player pushes the joystick in 
another direction, The sau- 
cer's lasers fire when the 
prayer presses either side 
ire button. Moving the joy- 
stick while holding the fire 
button down will make the 
lasers fire in any direction 
in which the stick is pushed. 
The player's ship starts 
out with 1000 units of ener 
and uses it up when it col- 
lides with planetary objects, 
hot stars or the end of the 
alaxy, as well as whenever 
it fires it's lasers. More 
energy ean be picked up .by 
flying the saucer back and 
forth over one of several 
energy generators, also ran- 


domly located throughout the 
galaxy. The more often the 
player passes his or her 
saucer over a depot, the more 
fuel it adds to the ship's 
reserves. Several shield de- 
pots are also scattered ja- 
round the galaxy. The play: 
er's ship is surrounded by’ an 
impenatrable shield for about 
ten seconds, whenever it 
touches one of these, and can 
then ram the a} tacking enemy 
and survive direct hits from 


CONTINUED ON NEXT PAGE 
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their deadly laser guns. 

A variety of alien ships 
attack, and each group of 
ships is different and more 
deadly than the last. Some 
ean my ram the player's 
ship, others can pass caro 
planetary objects, and still 
others can shoot laser blasts 
and pass through planets. The 
pees progresses to a higher 

evel of play whenever the 
gamer eliminates all eight 
mega mines before they reach 
the planet Earth. Two bonus 
ships and 1,000 points are 
awarded the player’ for each 
round successful y completed. 

The play is for points, 
earned for blasting enemy 
ships and mega mines. and for 
completing each round. The 
player can select to start 
the game at almost any level. 
Pushing the "*" button will 
abort any mission, then the 
player can restart at the 
same level or select a new 
level to begin at, and con- 
tinue play. The "Pause" fea- 
ture is also functional, and 
34 different "chases," or 
skill levels, are available 
for play. The game ends when 
all of a player's reserve 
saucers are destroyed, 


OPINIONS: 


ALAN: As of this date, I've 
never seen a display more 
beautiful than the opening 
scene in this game. The back- 
ground, movement of the 
Spaceman, depiction of the 


saucer and the saucer's 
blast-off are dus or- 
geous, with some really fine 


animation, too. The actual 

ame screen is also richly 
Satplied and colorful. As far 
as I can tell, the display is 
very close to the computer 
game original. 

The movement of your sau- 
cer can throw you at first, 
but I found that just a lit- 
tle practice put me right in 
touch with going where I 
needed to go, and I was soon 
off into the ead dastl. Sat 
axy, defending planet Earth 
and only occasionally bumping 
into a stray hot star 

The challenge starts out 
mercifully easy in the first 
couple of levels, then esca- 
lates into some solid arcade- 
style space action around 
level five. I've yet to im- 
agine what the highests lev- 
els,could possibly be like, 
because you have to work your 
way up to the last few. I've 
never survived that far and I 
ser ously doubt that I ever 
will, But I kept on punching 
the-reset button and trying 
again, because the pAay is so 
smooth and space-like, and 
extremely alluring to an ad- 
dicted gamer like myself. I 
just wanted to keep playing 
and/playing, to get a little 
higher score the next time 
around. ASTRO CHASE is a 
ve yaad challenge, in- 
dee! 

This one's got fantastic 
graphics. addictive playa- 
ility and an increasin 
challenge that simply won' 
quit. at more could any 
self-respecting space gamer 
ask? for? Parker Brothers has 
again proven outstanding cap- 
abilities with the ColecoVi- 
sion console with this one. 

Get it. 


MIKE: My all-time favorite 
home video game is still 
Atari's SPACE DUNGEON for 
their 5200, regardless of how 
Alan feels about ASTRO CHASE. 
He played this one first and 
told me it might just change 
my mind about my all-time 
favorite, but, as usual, he 
was wrong. AS E is 
only my second favorite home 
video game. 

The graphics aren't only 
excellent, they are superb in 
every way. Now we have a two- 
dimensional .game that really 
feels like three. The action 
in. Parker Brother's ASTRO 
CHASE isn't as hectic as it 
the action.in SPACE i 
but .things don't exactly move 
at a snail's pace, either. 


Still, this cartridge’s larg- 
est a point. is the 
graphics. just can't say 


enough. good. things about 
them. They literally have to 
be seen to be believed. The 
sound effects are, basically 
of little use in the actual 
play of the game. One of the 
toughest problems is that you 
can occasionally overlook an 
incoming mega mine because 
the screen is always so full 
of glittering, realistically 
depicted outer space objects, 
so you always have to be on 
the look-out. 

The action picks up as 
soon as the very fine opening 
scene is completed and the 
increasing challenge that 
follows it is almost never- 
ending. It's one of those 
space challenges where you 
don't have to fire at 
everything that moves, but do 
have to always be ready to 
fire on a moment's notice, 
because you may only get one 
shot, in the upper levels of 
play, before an approaching 
alien blasts you out of ex- 
istence. Give yourself some 
time and practice to get the 
feel of the controls, since 
you are flying a very sensi- 
tive piece of machinery that 
tends to hit the surrounding 
planets, hot stars and other 
energy-draining space clutter 
while it attraets countless 
enemy attackers that are al- 
most always in hot pursuit. 
Always keep an eye on the 
fuel guage, too. It's the 
only way you will ever sur- 
vive long enough to get home. 


es 
4 Pes} 
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Saving the Earth is fun, but 
there's no sense dying too 
soon while you're playing. 

ASTRO CHASE is simply a 
super game. One of the best 
space action games I've ever 
seen for any home video game 
systen, 


RATINGS: 


Concept: New 
Graphies/Sound: Excellent 
cs Difficulty: 
Student - Graduate 
Interest: - 
Six Months - One. Year 





ROCKY BATTLES 
THE CHAMP 


From Coleco, for their Cole- 
eoVision video game system 
and Adam mame SOMONAATs e 
quipped wit ir new Super 
Action Controllers. 


ROCKY BATTLES THE CHAMP is 
a one- or twosplayer boxing 
game, based on the "Rocky 
movies, for ColecoVision 
ars Gamers ean fight as 
either Rocky or Clubber, a- 
gainst the a ae or a- 
gainst one another. The ob- 
jeet of the game is to win 
the match by scoring points 
during each round, or by a 
knock-out decision. 

The _ opens, after the 
player has selected the de- 
sired play option, with a 
detailed depiction of Syl- 
vester Stallone as Rocky, 
errs and ready for action. 

he theme from "Rocky" plays 
loudly. Available options 
include play against the com- 
Phd as either Rocky or as 

lubber, at any of four skill 
levels, or head-to-head box- 
ing with another opponent. 
Then the scene switches to a 
display of the ring, with 
Rocky, Clubber and the refer- 
ee, ready for action, 

The gamer moves his or her 
fighter around the ring with 
the joystick controller. The 
four buttons make him punch 
to the head, puneh to the 
torso, bring his gloves up 
for a block, or duck. Both 
fighters always stay on the 
same side of one another and 
always punch with their right 
gloves. 
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Guages at the top of the 
sereen show how tired and 
dazed each fighter is getting 
as the fight progresses. As 
each fighter gets more tired, 
his punches don't deliver 
quite the blow they used to, 
blows from his opponent do 
more damage, and he doesn't 
move as fast. As the fighters 
get more dazed, toes come 
closer and closer to falling 
the next time they are hit. 
When a fighter's "dazed" 

vere closes up completely, 

illing in with black, he 
will most likely fall after 
the next punch or two from 
his opponent, unless he can 
avoid punches until his head 
clears, or until the end of 
the round. 

The boxers each score two 

ints for a successful blow 

o the head or body, and one 
point for each hit to the 
opponent's gloves. The fight- 
er with the most points at 
the end of each round wins 
that round. A cumulative 
seore for the entire fight is 
also displayed at the end of 
each round. The fighter with 
the points at the end of the 
fight wins, unless there has 
been a knock-out decision. 


OPINIONS: 








REFEREE 


ALAN: I had a lot of fun 
reviewing this game, Not only 
is it one of the most beauti- 
fully-depicted video sports 
games I've ever seen, the 
overall play presents the 
gamer with an incredibly 
realistic depiction of the 
live action sport it emmu- 
lates. I also appreciated the 
fact that you can play the 
computer as either fighter, 
at different levels, or play 
against a friend, 

The action is simple and 
straightforward. You try to 
knock the other guy out 
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first, or score more points 
with punches. Very simple. 
What's not so simple is beat- 
ing the computer, especially 
at the higher skill levels. 
This kind of variety and 
challenge is a necessity to 
make a good head-to-head 
oer game even better. Al- 
though the overall action 
might seem to be a little too 
simplistic for some gamers, I 
would urge everyone to at 
least give this one a try. 
There's more subtle strategy, 
especially with the tiredness 
and dazedness indicators at 
work, involved in the play 
than one would at first as- 
sume. 

In short, get this one for 
your Super Action Controller- 
equipped ColecoVision. Your 
parties will never be the 
same if you do, 


MIKE: Watching the graphic 
display on this new ColecoVi- 
sion game is almost like 
watching the Saturday te 
eartoons, It's truly the bes 
I've ever seen. And, with the 
theme from Rocky playing in 
the background, you almost 
feel like you're at the mov- 
ies as you play. Actually, 
the audio portion of this 
ame isn't that good, but at 
east you can tell what song 
is playing, and that's some- 
thing. 

So much for my discussion 
of the graphie beauty of this 
ame. Now let's get down to 
ow it plays, since that's 
what we all buy them for in 
the first place. The Super 
Action Controllers are per- 
fect for this game since you 
ean easily block and throw 
pepe just by ehanging the 

ingers you use. I'd like to 
compare this “it to other 
video boxing challenges, for 
other systems, but I can't. 
ColecoVision's ROCKY stands 
ina field all by itself. It 
does everything but let you 
hit with both gloved hands, 
Unfortunately, the ability to 
work combinations on your 
opponent would be a welcome 
addition to this game, so the 
main objective while playin, 

would be be more than jus 

being the man nearest to the 
top of the screen, so your 
punches make better contact. 
This might seem like a petty 
complaint about a game that 
is otherwise so fine, but one 
must keep in mind that even 
the very best can be made 
better. 

Now, the main question is 
whether you will like the 
game or not. Personally, I 
didn't find it all that ex- 
citing. In the end, it all 
boiled down to simply tradin, 
punches until your hands go 
tired from pressing the but- 
tons or until one of the 
fighters was knocked down. 
This isn't my idea of fun and 
games, as a rule. I also got 
beat a lot, and that tended 
to cloud my judgement. 

At the lower levels, the 
computer is fairly easy to 
handle, with practice, and 
the action is good practice, 
when a gamer is preparing him 
or herself for a live oppo- 
nent. If a friend or ac- 
quaintance is that live te 
ponent, however, there can 
some problems if he or she 
hasn't practiced thoroughly 


as well. You might want to 
spot him or her a lot of 
points before the action ever 
begins. It's only fair, 

So, despite how I felt 
about the overall action, if 
you like video boxing this is 
the best there is. There's no 
question about that. You 
should find this one to be 
worth the price of the con- 
trollers you have to buy to 
play it. 


RATINGS: 


t: Familiar 
Graphics/ : Excellent 
Difficulty: Novice - Student 
Interest: One Year 


OMEGA RACE 


From Coleco, for their Cole- 
coVision home video con- 
sole and Adam home computer 
system. Recommended for use 
with the new ColecoVision 
Roller Controller. 


OMEGA RACE is the home 
translation of the arcade 
game of the same name, for 
play on the ColecoVision con- 
sole or Adam home computer, 
by one or two players (taking 
turns or playing simul tane- 
Pete using the standard 
joystick/keypad controllers. 
The object of the game is to 
pilot a ship inside an arena 
of limited space, avoiding 
and blasting as many enemy 
be 5 and mines as possible, 

he entire game is peered 
in a rectangular box that 
fills the sereen. Another 
rectangular box inside, makes 
the playfield resemble a race 
track. “At the beginning of 
the game, players may choose 
to open up a channel in the 
box in the middle, through 
which they may pilot their 
ships and fire on the enemy. 
"Astro Gates," openings at 
the top and bottom of the 
playfield, can also be added 
to the fun, so the player's 
ship or ships can leave 
through one and enter the 
other, or fire through one 
and hit enemy ships near the 
other. 

The player's ship is pi- 
loted like the in a fashion 
in a manner tat is similar to 
the now-famous ASTEROIDS. It 
is rotated by pushing the 
joystick in the desired di- 
rection. Pressing either top 
action button activates the 
ship's thrust. Pushing the 
stick forward moves the play- 
er's ship in the direction it 
is pointed, Pushing either 
lower side action button 
fires the ship's lasers. On 
the ColecoVision Roller Con- 
troller, spinni the roller 
ball to the left or right 
rotates the ship to the left 
or right, either top action 
button activates the ship's 
thrusters and either lower 
action button fires its la- 
sers. The standard joystick/ 
keypad controllers must be 
used for head-to-head two- 
player games, 

player's ship or ships 
eontinue travelling in the 
direction they are thrusted, 
until pushed in a new direc- 
tion, and they bounce off the 
walls of the arena like a 
pinball bounces off of bump- 
ers, An additional game-pisy 
option allows for the selec- 
tion of "fast-bounce" games, 





where the ships seem to tra- 
vel faster every time they 
bounce off of a wall. 

In all options but head- 
to-head play, the game begins 
with the player's ship and 
the alien droid fleet on- 
sereen. Most of the ships 
start out as enemy droids. 
Droids travel around the 
screen and will eliminate a 
Pte ship if they col- 
ides with it, but they don't 
fire, One or two of the enemy 
ships is a command ship, 
which fires on gal ly er's 
ship as it travels. The Yong- 
er the pranes takes to elimi- 
nate all the ships, the more 
deadly they become. Eventual- 
ly, command ships will turn 
into death ships, which track 
the player's vessel and leave 
deadly photon mines and vapor 
mines in their wake. 

Each player receives five 
Omega fighters to start each 
game, and earn one bonus 

ighter at 40,000 points 
then another ‘at 150,006 
points, and a third at 
250,000 points. When all the 
enemy on the screen have been 
cleared, more enter. A com- 
plete droid fleet is cleared 
every four screens, but then 
a new and even deadlier fleet 
takes up the battle and the 
action begins again, One- and 
two-player (taking turns) 
games may also be started in 
any of four progressively 
more-diffieult skill levels. 

The play is for points, 
earned for destroying soeny 
mines and ships. A 5,00 
point bonus is awarded to 
players for wire out each 
complete droid foree. The 
game ends when all of the 
hoe ships are gone, 
ighest scorer is the winner. 

In the head-to-head mode, 
the play is almost the same 
as in the others, but the 
main object becomes el iminat- 
ing the other player's on- 
sereen ship first. Laser 
blasts can eliminate the oth- 
er player, death ships and 
mines, but not the enemy 
droid fleet. 

The same three play-field 
options are also available in 
head-to-head play, and two 


new ones: reflective walls 
and ae} game. Reflective 
walls will rebound both play- 


ers' laser fire. The standard 
head-to-head is two minutes 
in length. The long game 
option makes each game four 
minutes long. 

Each gamer has an unlimit- 
ed supply of Omega fighters 
in head-to-head combat. The 
pi ey is for points, earned 
or blasting enemy ships and 
the opponent's fighters. The 
game ends when time is up. 


OPINIGNS: 


ALAN: I was disappointed when 
I first saw this game but, as 
soon as I was involved in the 
play, the sparse graphics 
just didn't seem to matter 








any more. 

At first, I thought the 
play seemed simple, reminis- 
cent of ASTEROIDS. You will 
too, but the bouncing walls 
make all the difference here, 
While no one will enjoy play- 
ing this one until he or she 
has mastered piloting that 
frustrating bouncing ship 
but the effort to master it 
will repay the gamer many 
times over, is a 
solid challenge that. will 
keep you trying again and 
again. 

Although the box says this 
game is recommended for Rol- 
ler Controller play, I don’ 
think it would affect the 
overall action one way or 
another. I didn't have the 
Roller Controller at my dis- 
posal when I reviewed this 
game, but the only thing it 
oes is rotate the ship with 
a flip of the ball, so I 
can't see how it could be 
that great an improvement. 

Then there's the head-to- 
head mode. I've always said 
that more video games should 
offer players head-to-head 
on-screen action, and Coleco 
is giving us some excellent 
head-to-head py here, with 
impressive play against the 
computer available as well. 
Congratulations, Coleco! OME- 
GA CE is an innovative 
winner, 


MIKE: Alan's right when he 
says the graphics aren't that 
‘ood on this te Experience 
as shown that it's still 
nearly impossible to faith- 
fully reproduce vector graph- 
ies on home television sets, 
however, so | wasn't expect- 
ing that much from the, graph- 
ies in the first place. 
Still, the display here is 
good and crisp, so you can 
easily tell your friend's 
ship from your own, so they 
aren't all that bad, either. 
What makes this game as 
good as it is, however, are 
all the variations! They add 
challenge that even the ar- 
cade version was lacking, and 
that's unusual in any home 
translation. By adding fast 
bounce, or playing head-to- 
head or any of the other 
available options, the game 
is simply guaranteed to hold 
your interest for many hours, 
days, and weeks to come. 
RACE is a simple 
ame to decide on. If you 
iked it in the arcades, this 
one's even better than what 
you played there, If you hate 
this type of action, however, 
all the options and varia- 
tions won't help a bit. Give 
it a try. I think it's a 
winner. 


RATINGS: 


it: New b 
Gr; Pipey sll Fair ' 


Difficulty: Student 
Interest: One Year 


TIME PILOT 


From Coleco, for their Cole- 
eoVision video game system 
and Adam home computer. 


TIME PILOT for ColecoVi- 
sion is the first home adapt- 
ation of the arcade origjnal 
of the same name, for one or 
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two players using the stan- 
dard ColecoVision keypad con- 
trollers, TIME PI is an 
all-out dogfight through four 
time periods. The object of 
the game is to destroy a 
number of enemy planes in 
each time period, to earn the 
chance to battle a larger 
craft and go on to the next 
eriod in history, building 
he highest score possible 
along the way. 

The action starts in 1910 
with the player's airplane 
already high in the sky and 
ready for combat. The plane 
flies in the direction the 
joystick is pushed, and fires 
Straight ahead from its nose 
when the fire button is 
pressed. 

Soon, the sky is filled 
with enemy biplanes, The 
player must fly his or her 
plane, dodging the enemy's 
bullets and blasting their 
eraft from the sky, until a 
set number of them, as indi- 
cated at the bottom of the 
sereen, have been eliminated, 
Then, and only then, a large 
A cd dirigible, the enemy's 

lying fortress, appears, 
ready for battle. The dirigi- 
ble can be shot, just as the 
still-swarming enemy biplanes 
can be, but it takes more 
hits to do it in and it fires 
a lot of bullets, from all 
sides, at the player's plane 
while he or she is trying to 
do it in. 

If the player ean elimi- 
nate the dirigible in the 
first time segment, his or 
her airplane is automatically 
transported into 1945, the 
second time period, to do 
battle with stealthier fight- 
er planes from that era. If 
all the fighter planes can be 
eliminated, the player must 
come up against and defeat a 
large red bomber, to go on 
and do battle in 1975, a- 
this super copters and a 
arge transport chopper. In 
1985, the player must fight 
swift supersonic jets to get 
a chance to defeat yet an- 
other enemy fortress in the 
air and start all over, back 
in 1910 and at a higher skill 
level. 

In higher skill levels, 
the enemy planes fly faster, 
react more quickly, and add 
deadly red heat-seeking bombs 
that track the player's plane 
to their available weapons. 
Gamers each start with five 
AD sca Bhat and earn an extra 
reserve ship at 20,000 
points. The game ends when 
all of a player's planes are 
shot down in the heat of 
battle. 


OPINIONS: 


ALAN: I had fun playing this 
one, and so did my friends. 
I'll admit that, graphically, 
it's not the most stunning 
game produced for ColecoVi- 
sion, but the game wasn't a 
graphic beauty in the ar- 
eades, either. 

he overall play action is 
sinpte, too, but I never 
foufid it boring. Those enemy 
planes are worthy of some 
serious battle, and they give 
it @very time you play. The 
comBined goals kept my in- 
terest up all the time I was 
playing. A simple game that's 
very hard to master, 


TIME PILOT won't be for 
everybody, but a lot of you 
shoot-em-up lovers will have 
a good time with it for many 
moons to come, and your 
friends will thank you end- 
lessly for es ae a game they 
ean pick right up and enjoy 
-- even if they don't survive 
long playing it. TIME PILOT 
is a g party game that you 
will also enjoy in private, 
Look into it. 


MIKE: I disagree, but Alan 
was pe 8 when he said this 
one lacked the graphic appeal 
of most of Coleco's offerings 
for their ColecoVision sys- 
tem, and that it lacked the 
same graphic appeal in the 
areades, In neury I say, 
what's wrong with improving 
on an arcade game's graphics 
for home play, when the sys- 
tem is capable of doing so? 
I'm not saying the display 
looked bad, it just wasn't as 
dazzling as I think the folks 
at Coleco could have made it, 
Thus, they add very little to 
the overall play. 

My first impression was 
the exact opposite of Alan's, 
I didn't like it. The play is 
really pretty slow and there 
isn't that much action goin 
on, despite what my esteem 
colleague Says, at any one 
time. Naturally, I assumed 
there must be some subtle 
strategy involved, to keep 
the gamer's interest up. How- 
ever, strategy never seemed 
to come into play, no matter 
how hard I tried to make the 
action more interesting, 

Consequently, there isn't 
much difference between this 
game and the earlier air 
combat games that were made 
for the VCS, when there were 
fewer games for that system 
to pick from. This game does 
add a few more airplanes 
however, and a couple of 
other twists that tend to 
make it better than those 
earlier contests, but not 
enough better to make me want 
to rush right out and buy it. 
To like this game, you're 
going to have to be addicted 
to the areade game of the 
same name which, if I'm not 
wrong, didn't wind up with 
that many fans in the first 
place. 

Coleco has some really 
dynamite. games for their sys- 
tem, but this just doesn't 
happen to be one of them, If 
you ask me, I'd say avoid it. 
It might be good for a few 
hours of fun and the kids 
might like it a little better 
than some of the tougher 
games now coming out, but 
even their excitement will be 
short-lived. 


RATINGS: 


Concept: Familiar 
Graphics/Sound: Good 





" 
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Difficulty: Novice - Student 
Interest: 
One Week - Three Months 


SUBROC 


From Coleco, for their Cole- 
coVision video game console 
and Adam home computer. 





This is the home transla- 
tion of the arcade game of 
the same name, The player 
must pilot a ship and destroy 
all the enemy craft possible, 
including submarines, ships, 
floating mines, alien saucers 
of all types, air mines and 
more. For one or two players 
using the standard joystick/ 
wg controller. 

he game display is a view 
out the cockpit of the play- 
er's ship. The ship is guided 
by pushing the joystick in 
the desired direction, When 
the stick is pushed left, the 
view shifts to the right, and 
vice-versa, Pushing the joy- 
stick up raises the craft out 
of the water and into the 
air, to battle alien craft 
and flying mines with laser 
fire. Pushing the joystick 
down allows the player to 
launch torpedoes at all ap- 
proaching enemy in the sea, 

The enemy attacks in 
waves, with ships and saucers 
of all kinds. Saucers shoots 
roneeay fireballs of death 
that the player must avoid, 
by using the joystick or by 
blasting them out of the way 
with laser fire. Sea-faring 
enemy craft launch torpedoes 


at the player's craft. Again, 
the torpedoes must be avoided 
or blasted out of the water 
with the player's own return 
fire. Each new wave of enemy 
eraft travel faster and fire 
more often. 

The play is for points, 
earned for blasting the enemy 
craft. Play options allow for 
pay by one gamer or two 
taking turns), at four dif- 
ferent skill levels. * 


OPINIONS : 


MIKE: Unfortunately, Coleco 
had to bring you this 3-D 
areade classic in 2-D format, 
which makes the game not 
nearly as much fun as it was 
in the arcades, The graphics 
are still good, but they 
aren't up to the standards 
that were set by the arcade 
original, and it was the 
superb 3-B graphies and feel 
that made this game the ar- 
cade hit that it was. 
The problem is 
really no game at all, unless 
you can call simply holdin 
down the fire button and 
moving side to side or up and 
down a game. Without the same 
outstanding graphics that 
carried the simple action in 
the arcades, it's a game that 
gives you no reason to stay 
at it because you don't real- 
ly feel challenged. Don't get 
me wrong -- there are plenty 
of on-screen enemies willing 
to shorten your meager life, 
but there simply isn't the 
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OUR LOWEST PRICE EVER! 


IQGFT atari? COMPATIBLE 


JOYSTICK 





ARCADE ACTION - AT 
YOUR FINGERTIPS 


Kraft Atarl® Compatible Joystick for Atari VCS, Atari 
400/800/1200 XL, Atari 2600, Commodore VIC-20, Commodore 
64, Sears Video Arcade, NEC 6001 and Panasonic JR200. 


* Arcade accuracy for higher scores 

* Effortless fingertip control 

* Long-life switches for reliable 
cursor response 

* Extra-long 8 foot cord 


and many other high-per 
formance features PLUS A FULL 
1-YEAR LIMITED WARRANTY 
Get in on the action! Ask us 
about Kraft’s complete line of 
computer products. 


$95 


*All of the above are trademarks 
OF registered trademarks. 


Include with your check or money order, $2.00 per 


stick for handling and shipping charges. 


California 


residents add 6% sales tax. Please allow 3 weeks for 


delivery. Sorry, no COD's. 


C R CONCEPTS wc. 


104 CALLE CUERVO 
SAN CLEMENTE, CA 92672 
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feeling of usgency that I 
need to keep the action ex- 
citing. 

Technically, the game is 
sound. All the right things 
happen at about the right 
time, and, with ships and 
spaceships constantly trying 
to work you over in a variet 
of ways, but Coleco still 
a to miss it this time. 
SUB » in 2-D, is just a 
simple variation over the 
usual space attack game I'm 
already tired of, so I can't 
giving it a better rating. 

I did give this one a 
"good" in graphics and sound, 
and I'll have to admit that 
it keeps your mind on what 
yee doing, but you need to 
ook at this one very care- 
fully before you shell out 
your hard-earned money to buy 

t 


it. The fun just wasn't there 
for me. 
ALAN: I agree whole-hearted- 


ly. I never played this game 
in the arcades, but I saw it 
and watched it played. Cole- 
co's apparent inability to 
faithfully reproduce the ar- 
cade original's feel and 3-D 
display (not pecessar tty 
their own fault) ruined i 

for me right from the start. 
Then, when I played it, I 
quickly got bored with the 
simplistic action. It's just 
a fancy slide-and-shoot with- 
out the graphics that made it 
at least interesting in its 
origina) format. 

oleeco's SUB ROC might 
have been better if their 
designers had managed to make 
the game's movement smoother 
and more real-to-life, I no- 
ticed a choppiness in the 
play that was reminiscent of 
the worst of computer games 
I've seen, and detracted from 
the little bit of play value 
the game had to offer, 

I have to give this one a 
no-go. There are too many 
better games coming out for 
this system for you to waste 
your time or money on SUB ROC 


RATINGS: 


t: Too Familiar 
Graphics/Sound: Good 
Difficulty: 
Student - Graduate 
Interest: 

One Day - One Month 





POPEYE 


From Parker Brothers, for 
Coleco's ColecoVision video 
game console and Adam home 
computer system. 


This version of POPEYE is 
the Parker Brothers home 
translation of the popular 
arcade game of the same name, 
for ColecoVision play. It's a 
climbing challenge for one or 
two players (taking turns), 
using the standard ColecoVi- 
sion keypad controllers. The 
object of the game is to save 
Olive Oyle from the evil 
Brutus and his ally, the old 
Sea oohon 

POP! is a multi-sereen 
video challenge. In each 
sereen, the player maneuvers 
popere by pushing the joy- 
stick in the desired direc- 
tion to make him run right or 
left, or to climb or descend 
ladders and stairs. The 


trusty, crusty cartoon sailor 
punches with his fist when 
the player presses either 
fire button, 

In each screen, Popeye 
must catch all of Olive 
Oyle's hearts, notes or cries 
for help, which float gentl 
down towards the bottom o 
the screen, before they reach 
the water below. If a note, 
heart or ery for help reaches 
the bottom of the screen, it 
will slowly sink into the 
water. If Popeye can't pick 
it up before it goes com- 
pletely under, that Popeye is 
lost. 

Brutus is always around 
somewhere, too, trying to 
punch Popeye and eliminate 
him from the chase. Brutus 
will eliminate Popeye if he 
ean grab him or punch him, 
and he can punch through the 
floors as well, either above 
or below. The Sea Hag con- 
stantly appears at either 
side of the screen, to toss 
bottles at Popeye. If a bot- 
tle hits our hero, he's out 
of the game -- but a well- 
placed punch can always elim- 
inate the bottles before they 
can do any harm. 

For the most part, Po te 
ean only avoid Brutus while 
he chases Olive's offerings. 
Oeeasionally, however, a can 
of spinach appears at either 
side of the screen. If Popeye 
can approach this and punch 
it before it disappears, 
he'll become charged with the 
cease to bop Brutus and 
send him off-sereen for a 
short while. Popeye also 
earns bonus points for any 
tokens he catches while oper- 
ating under "spinach power." 

In the first sereen, bape 
eye must catch 24 hearts 
before they sink into the 
water. The screen features 
"through" ledges (where ey 
eye can leave one side of the 
sereen and enter from the 
other), stairs, a ladder he 
can only descend, a bucket 
and a punching bag. If Popeye 
ean hit the punching bag at 
just the right moment, the 
bucket will drop on Brutus 
head and stop him in his 
tracks. 

In the second screen, the 
action takes place on the 
ledges of a building, with 
more through ledges and lad- 
ders he can climb or descend. 
This time Popeye's chasing 
after sixteen musical notes, 
which float down from the top 
of the screen, just as the 
hearts in the first sereen 
did. This screen also fea- 
tures a see-saw, at the bot- 
tom left-hand side of the 
screen, Popeye can jump on 
the see-saw from the ledge 
above, and bounce up to ei- 
ther the second or top ueces 
-- but Brutus can jump on the 
see-saw, too. 

The action in the third 
sereen takes place on a large 
ae ship. Olive is at the 
top of the main mast and 
Popeye must run across the 
sails and the ship's deck, 
pe) ladders and a shading 
platform to help him eate 
all 24 letters that spell out 
Olive Oyle's cries for 
"Help!" Vultures also swoop 
down at our trusty sailor as 
he clamors about the ship. He 
can punch them out for extra 
poets: but they will knock 

im overboard and out of the 
game if they can hit him. 


Each time Popeye catches a 
letter, another rung is added 
to a ladder that reaches up 
to Olive. When he eatches the 
last letter, the action auto- 
matically switches back to 
the first screen, at the next 
highest skill level. 

The play is for points, 
scored for catching the 
hearts, notes and letters, 
and as bonuses for punching 
vultures, dropping the bucket 
on Brutus, catching Sweet Pea 
on the see-saw and Pancbt ne 
Brutus, among other specia 
actions. Eae amer starts 
out with four Popeyes, and 
two players take turns when- 
ever an Opponent loses one. 
The game can be started at 
either of three different 
skill levels, for one or two 
players. The game ends when a 
prayer loses all of his or 

er Popeyes. 


OPINIONS: 


ALAN: I didn't play this one 
in the arcades, but I saw it 
often and heard a lot about 
it, too. I always wondered 
what all the commotion was 
about. It looked like another 
"cute" DONKEY KONG knock-off 
to me. I wasn't that inter- 
ested. Then I played it at 
home for this review. 

POPEYE is a DONKEY KONG 
knock-off, but it's one worth 
playing. The theme is cute 
enough to keep even some of 
the younger gamers among us 
interested, and the challenge 
is tough enough to keep die- 

r 


hard "professionals" ing 
long after ‘they would have 
quit playing most average 


games of a similar nature, 

I was mapoainibhy pleased 
with Parker Brother's graph- 
ics on this one, They are 
downright beautiful, This 
always adds to the enjoyment 
of a solid video game chal- 
lenge, and the work they've 
done on this one gives me 
undying hope for the third- 
party olecoVision software 
that's yet to come from this 
well-respected game giant. 

As for the play itself, 
Brutus is an especially tough 
customer because he can punch 
up or down through either 
floor in any of the screens. 
This means Popeye can never 
remain above or below him for 
long, and the ugly Brutus is 
always following your poor 
sailor man around very close- 
ly. All this, added to the 
fact that you have to catch 
all of Olive's offerings be- 
fore they sink into the wat- 
er, and you have a challenge 
that's tougher than most, 
believe me. 

Seriously -- compliments 
to Parker Brothers all around 
on this one. When it comes to 
solid arcade translations for 


every system, ‘this is the 
company to watch! POPEYE 
isn't for lovers of hot 


blast-'em-up action, but maze 
and climbing game addicts 
will rejoice with glee as 
soon as they see it. 


MIKE: This game is indeed 
very pretty. I, too, am very 
pleased with the job Parker 
Brothers has been doing of 
faithfully bringing the ar- 
eade games home. In fact, 
every effort seems to be 
better than the last. Graph- 
ically, this game is about as 
good as you can get, though I 


did think the ean of spinach 
was a weak point -- nothing's 
ever perfect. 
_ The game play is incred- 
ibly similar to that in the 
arcade version. If you're 
familiar with it, you'll know 
not to expect a lot of real 
fast action, but all the 
subtleties of the arcade ver- 
sion that made it so good are 
here. POPEYE isn't a classic 
in the arcade game field as 
far as climbing games go, but 
the playability of this game 
still ranks right up there 
with the king, DONKEY KONG, 
The first level is slow, 
but in the higher levels you 
really have to think about 
what you're doing to last 
more than a round or two. It 
might get a bit dull for 
those who have really mas- 
tered the arcade version, but 
the rest of us will have some 
real fun with Parker Broth- 
ers' POPEYE. It's a game 
designed for anyone who likes 
climbing games in the arcades 
or at home, 


RATINGS: 


Concept: New 
Graphies/Sound: Excellent 
Difficulty: Student 
Interest: 

Six Months - One Year 


MINER 2049ER 


From Micro Fun, for Coleco's 
ColecoVision video sys- 
tem and Adam home computer. 
Designed by Bill Hogue. 


This is the ColecoVision 
version of the popular com- 
puter game of the same name, 
now also available for pla 
on the Atari VCS and 5200. 
detailed discussion of all 
the sereens has appeared in 
our earlier reviews of the 
above-mentioned versions, so 
the following description 
will present just the basics, 
as they apply to this config- 
uration, : 

MINER 2049er is a running/ 
jumping/climbing game for one 
or two players at a time, 
using the standard ColecoVi- 
sion joystick controllers. 
The player is Bounty Bob the 
miner, who must be guided 
through eleven different sec- 
tions of a giant old uranium 
mine. Bob must change the 
color of all the floors in 
each section to move on to 
the next. 

Some or all of the sec- 
tions feature ladders, plat- 
forms, moving platforms, 
widely-seattered floor sec- 
tions, slides, lifts, a giant 
eannon, elevators and other 
helpful implements. All of 
the sections feature a bunch 
of mean radioactive beasts 
that Bounty Bob must avoid, 
Abandoned miners' tools\are 
also seattered throughout 
most of the mine sectilons. 
Bounty Bob can touch these 
and, for a short time, go 
after the radioactive meanies 
and eliminate them before 
ya eliminate him, 4 

he oe is for points, 
earned for walking over the 
eavern's floors, jumping over 
the radioactive monsters, 
grabbing the miners' imple- 
ments, eliminating the mons- 
ters, and as a bonus ‘for 
completing each mine section. 
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A timer counts down as the 
game progresses. Time left on 
the clock when each section 
is completed is added as 
points to the player's score 
If the timer runs out before 
a section has been completed, 
the gamer loses a Bounty Bob. 
The game is over when all a 
player's Bounty Bob's are 
gone. 


OPINIONS: 


ALAN: I was as impressed with 
this version of the game as I 
was with the one for the 
5200. Both are superb trans- 
lations of what has turned 
out to be the hottest video 
game to come along in years 
-- the first ever to be 
translated into so many for- 
mats and sell so well inall 
of them, 

And with good reason. This 
ame is a climbing/running/ 
jumping enthusiast's dream 
come true, with more chal- 
lenge, variety and all around 
pre peor than has ever 

een crammed into a single 
eartridge before. For any 
system. I love it. 

Even better, this version 

of the game has eleven dif- 
ferent screens, rather than 
the usual tenth, and you 
don't have to play it clear 
to the end to see the added 
sereen, either, They stuck it 
right in the middle of the 
ame. My only complaint is 
hat the timer -- and Bob -- 
both run faster than on any 
of the other versions I've 
played. This inereases the 
challenge, but it also means 
it will be several more 
months before you see level 
seven, let alone level ten! 

Seriously -- get this game 
for your ColecoVision, re 
liked Y KONG (and I 
did), and thought DONKEY KONG 
JUNIOR was even better (and I 
thought it was), you'll think 
its one is ten times the fun 

it 


MIKE: Personally, I thought 
the 5200 version of MI 
2049er was hard to control 
but this one takes first 
prize. Otherwise, everything 
about this game is quicker 
than any version to date and 
that really was a plus for 
me. The only problem with 
this is the facet that you 
tend to run off the edges 
more quickly than you do in 
the other translations, 
and the style with which you 
play: the game must be changed 
a lot, in order to compensate 
for {this small problem, But 
that's only if you've played 
it on other systems before, 

This version is graphical- 
ly well-done -- as good as 
the 6200 version -- but ona 
smaller seale. There is an 
eleventh level that wasn't on 
the others, but I can't play 
it well enough to get there 
yet, 

Contrary to what Alan 
says, I don't think this is 
the best game ever made for 
ColeeoVision play. But it is 
thesbest climbing game for 
ColecoVision. After vou get 
where you can easily control 
Bounty Bob, it becomes an 
exciting and entertaining 
challenge that will hold your 
interest for many hours. My 
only regret is that there are 


is!). 


levels on this game that some 
of you will never see and 
that is too bad -- they are 
just beautiful and it would 
be a shame if you were to 
miss seeing them. If you 


enjoy climbing games, this 
one is a must. There simply 
aren't any out there that are 
better. 

RATINGS: 


t: Familiar 
Graphics/ : Excellent 
Difficulty: Graduate - Master 
Interest: Infinite 


For Mattel's Intellivision I 

and II Master Components, 

Sears' Super Video Arcade, 

TandyVision I, and other, 

similarly-compatible video 
ame systems. Designed by 
ve Rolfe. 





For one to four players, 
using the standard Intellivi- 
sion disk controllers, BEAM- 
RIDER is an arcade-style 
space invasion game. The 
scenario: A hostile empire 
has cast a mysterious light 
foree restrictor shield, 99 
sectors deep, around the 
player's planet. This shield 
keeps the gamer from flying 
his or ship anywhere but on 
the beams themselves, where 
the enemy's ships also trav- 
el. The object: to clear all 
the sectors of alien vessels 
and open the doors to space 
once again. 

The gamer's ship is lo- 
eated at the bottom of the 
sereen, where the beams of 
the enemy's restrictor shield 
stretch outward, toward the 
top. The ship can be moved 
baek and forth, from beam to 
beam, by pressing on either 
side of the disk. The ship 
ean only fire its blasts of 
laser fire down the vertical 
light beams, when the player 
presses the side action but- 
ton. The gamer's ship is also 
armed with three "solar tor- 
pedoes," to be used against 
only the toughest of foes in 
each sector. 

Gamers must first elimi- 
nate fifteen alien craft in 
each sector, and only a few 
can be eliminated with a 
blast of the lasers. Most can 
only be.avoided. Most can 
also fire their own laser 
blasts at the player's ship. 
Enemies the player must bat- 
tle include blobs of "space 
debris," yellow "chirper" 
ships, green "blockers" and 
"bounce craft," blue "charg- 
ers," orange "trackers" and 
red "streakers." Occasional- 
ly, a bright yellow energy 
form will slide down a beam 
toward the gamer's ship. If 
the Beamrider allows this 
energy form to melt into his 
or her lighteraft, it will 
generate another "life," in 
the form of a reserve ship. 












Once a Fawee has elimi- 
nated all fifteen aliens in a 
sector, a giant ship, dubbed 
the "sector sentinel," trav- 
els slowly across the top of 
the screen. The gamer must 
try to blast this giant alien 
eraft with one of his or her 
solar torpedoes before it 
gets across thescreen, to 
earn valuable bonus points 
before moving on to the next 
sector, But - a number of 

reen blocker ships will 
ravel down the beams as the 
sector sentinel passes over- 
head, playing havoe with the 
gamer's plans to demolish the 
Sah baie alien vessel. 

s the player progresses 
through as many of the 99 
sectors as possible, the num- 
ber and type of enemies in- 
creases. The play is for 
points, earned for blastin 
the various extraterrestria 
sector peg for blasting 
the sector sentinel, and as 
bonuses for clearing each 
sector, 


OPINIONS: 


ALAN: I was disappointed in 
this game right from the 
start. I didn't play it when 
I first saw it at fit sum- 
mer's CES show (even though I 
tried to play them all and 
thought I had), and was daz- 
zled with the beautiful gra- 
phie 4 iy! -- so I was left 
expecting big things of the 
game itself. 

Sorry, folks, but this is 
just another slide and shoot 
and little more. Sure, it 


looks good. Sure, it's tough 
to play. But, in the long 












































P.O. Box 1012 


Bedford, Texas 76021 
(817) 498-3045 


INTELLIVISION: 


Advanced Dungeons & Dragons - $10.00 
"Armour Battle ~ $5.00 


Ice Trek - $10.00 
“Night Stalker - $10.00 
Sea Battle - $10.00 
Skiing ~ $8.00 
*Space Battle - $3.00 
*Starstrike - $5.00 
Space Hawk - $5.00 
Triple Action = $8.00 
Tron Mazatron - $12.00 
Tron Solar Sailor - $18.00 
Utopia = $12.00 
Vectron - $12.00 
Intel livoice ~ $30.00 
Intellivision |! w/cartridge 
(Choice) - $75.00 


Air-Sea Battle ~ $5.00 





Guardian ~ $5,00 
Missile Command - $8.00 
Mouse Trap - $16.00 
Pac Man - $8.00 


CRIBBS & ASSOCIATES 


Used Cartridges 
ATARI 2600 
Intellivision 

ATARI 400 & 800 
Vic 20 


ATARI 2600: 


run, I think the overall 
action of the game will leave 
you wanting more after a 
while. It's simply mindless 
shoot, shoot, shooting, over 
and over and over again, with 
little else to worry about or 
accomplish. This sort of play 
might keep some of you happy, 
because I know there haven't 
been too many simple arcade 
blast-em-ups made for Intel- 
livision, but I personally 
like the need for at least a 
little strategic thinking in 
the video games I play. I 
think most Intellivision own- 
ers have come to expect it 
from their games, too, 

So -- take a look at this 
one in the stores. It's worth 
looking at, if nothing more 
than just to admire the col- 
orful display. Buy it only if 
you want something simple for 
parties and kids. It simply 
won't keep you playing that 
long. 


MIKE: Alan's right when he 
Says this is just another 
simple slide and shoot -- but 
he's wrong when he berates it 
for being that. As usual, the 
ane is graphically very well 
one, and the sound effects 
are up to par with the best 
that Activision has produced 
to date. It's also simple to 
play, but so what? There 
aren't many good slide and 
shoots for this system and 
this is one of the better 
ones I've seen, 
And - even though I said 
this game is simple to play, 
that doesn't mean that it's 
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Rt. 3 Box C 246 
Ashdown, Ar. 71822 
(501) 898-2938 


ATARI 400/800: 


Centipede ~ $20.00 
Dig Dug - $20.00 
E.T. Phone Home - $20.00 
Galaxian ~ $20.00 
Mountain King ~ $20.00 
Pac Man - $16.00 
Star Radiers - $16.00 


Fre {D) = $16.00 
Kid Grid (D) = $18.00 
Black jeck (C) - $7.00 

Invitation 


Programing | - $20.00 
Sammy Sea Serpent (NM) = $7.90 
viC-20: 
Choplitter - $18.00 
Radar Rat Race ~ $15.00 
Jupiter Lander - $15.00 


Raid On Ft. Knox ~ $15.00 
Gort '= $15.00 
Cosmic Gruncher - $15.00 


Starpath SuperChar: 
w/Pheser Patrol - $25.00 
Night Driver - $5.00 
Ster Raiders - $12.00 
Street Racer - $3.00 
Space Attack - $5.00 
Sub Scan ~ $10.00 
Surround - $3.00 
3-0 Tic-Tac-Toe - $3.00 
2049er - $16.00 
Warlords - $5.00 


LIMITED QUANTITIES AVAILABLE BUT TRADES CAN 
BE MADE BY WRITING US FOR A TRADE LIST. 


USE A BLANK SHEET OF PAPER TO LIST 
CARTRIDGES DESIRED & PRICE. ADD $1.50 or 4%, 
WHICHEVER IS GREATER. SEND TO EITHER 
ADDRESS. 

WE INCLUDE INSTRUCTIONS & OVERLAYS FOR ALL 
GAMES. ORIGINAL BOXES NOT GUARANTEED. 

POSTAGE - $1.50 or 4%, whichever is greater. 
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also easy to beat. It’s ac- 
tually a difficult challenge 
that is very hard to master. 
The game works well with the 
Intellivision disk control- 
lers, too, since all the 
movement is from side to 
side, and even though the 
player's on-screen ship isn't 
as responsive to the controls 
as I would have liked. In 
comparison to some Intellivi- 
sion games I've played, you 
will overcome the Sapcgbies 
small response problem wit 
with ease, 

BEAMRIDER will never be a 
elassiec Intellivision game, 
and it's definitely not in 
the same class with the likes 
of THE DREADNAUGHT FACTOR, 
but the game does have the 
potential to provide you with 
a good solid space attack 
challenge. Activision design- 
er Dave Rolfe has done an 
excellent job of creating a 
very simple game, with all 
the right elements to make it 
enjoyable for anyone to play, 
while keeping it an interest- 
ing - a respectable enough 
ehallenge to keep even the 
best gamers happy. 

Don't look tor something 
that is outstanding, but give 
BEAMRIDER a good long look 
It might just be the type of 
ame you've been looking for 
For your Intellivision. It's 
great for a few hours of fun 
whenever the mood strikes 
you, 


RATINGS: 


Concept: Familiar 
Graphiecs/Sound: Excellent 
Difficulty: Novice - Student 
Interest: 
One Week - Six Months 





WORM WHOMPER 


From Activision, for Mattel's 
Intellivision I and II Master 

ents, Sears' Super Vid- 
eo Arcade, TandyVision, and 
other, similarly-compatible 
video game systems. Designed 
by Tom Loughry. 


WORM WHOMPER is a hori- 
zonal slide-'n'-shoot, for 
one or two players, using the 
standard Intellivision disk 
controllers. The gamer is 
Felton the farmer, trying to 
protect his corn crop from an 
awful invasion of insects of 
all kinds. Armed with only an 
insecticide sprayer, but with 
unlimited spray, the object 
of the game is to stop the 
literally hundreds of insects 
before they make a meal out 
of all the farmer's corn, 
ending the game, 

Players start with ten 
corn plants along the left- 
hand side of the screen, and 
farmer Felton directly in 


front of them, armed with his 





sprayer. Felton can be moved 
virtually anywhere on the 


sereen by pressing the cor- 
responding side of the disk 
controller. 

The inseets attack in 


waves, always from the right- 
hand side of the screen, 
working their way to the corn 
on the other side. Felton 
sprays a blast from his 
sprayer every time either top 
side action button is 
pressed. Spray from the 
sprayer only eliminates the 
invading insect at the head 
of the attack. If an insect 
touches Felton's sprayer, it 
at | Say and he has to run 
to e tool shed, at the 
bottom of the screen, to pick 
up another. When desperate, 
Felton can also roll a limit- 
ed number of plough balls, 
eliminating everything in 
their path, when the player 
presses either lower side 
action button. 

The insects attack in 
waves, and come in several 
different types. Some move 
faster than others, do more 
damage to each corn plant 
they touch, and require more 
shots of insecticide before 
they die, Snails can leave 
their shells, which can only 
be destroyed with a plough- 
ball, behind them when they 
are eliminated. Moths don't 
destroy the corn, but they 
ean lay eggs, which can't be 
destroyed at all, close e- 
nough to the corn that the 
hatching caterpillars can get 
to it before the farmer can 
stop them, Each more-diffi- 
cult insect is worth more 
points when hit. 


Each attacki wave is. 
‘comprised of moretnsects, 


moving faster across the 
sereen. As the farmer's corn 
is destroyed, it is replaced 
by reserve plants, if any. 
Each gamer starts with three 
reserve corn plants and earns 
additional reserves for every 
four waves of insects sur- 
vived, The game ends when all 
of the farmer's corn plants 
have been destroyed. 


OPINIONS: 


ALAN: Aaaaaargegggh! 

simple slide-'n'-shoot! I'm 
getting sick of them and, I 
must admit, I looked at this 
new game with a jaundiced 
eye, after realizing what it 
was. I wasn't that happy with 
what I saw. 

It's obvious to me that 
WORM WHOMPER is aimed at a 
younger audience -- maybe 
about age eight, maximum, but 
this should have been loudly 
proclaimed on the box. A lot 
of families and older singles 
might buy it by accident, and 
won't be too pleased with 
their purchase. Even the 
younger set will grow bored 
with this one quickly, I 
Suspect, because the ones 
that are old enough to play 
it well will have long ago 
started looking for more ad- 
vanced challenges to their 
video game skills. 

This is a slide-and-shoot, 
plain and simples and it's a 
Nee one, as far as it goes, 
he graphics are pretty, the 
inseets are all well-defined, 
and the challenge is diffi- 
cult, to say the least. Keep- 
ing up with the massive num- 
bers of various insect in- 
vaders that designer Loughry 


has chosen to throw at us is 
a mind-boggling, trigger 
finger-cramping task, but -- 
sinee-+stopping the bugs is 
all.there is to do, it's easy 
to tire of this one quickly. 
After you get good, it just 
meg harder; not, necessari- 
y, more fun, 

I'd have to advise you to 
stay away from this one. It's 
just too simplistic in a 
market that has grown clut- 
tered with mindless chal- 
lenges. Activision has pro- 
duced better and will again. 
Considering the fact that it 
is from the same designer who 

‘ave us THE DREADNA| FAC- 

, WORM WHOMPER was a dis- 
apootataes: -- plain and sim- 
ple. 


MIKE: Spiders and rabbits and 
worms, spiders and rabbits 
and worms! [t almost. makes me 
wonder what ever happened to 
lions and tigers and bears. 
Oh my! All I can say is the 
author of The Wizard of Oz 
must have thought that lions, 
tigers and bears were more 
exciting than spiders, rab- 
bits and worms. I have to 
agree, and I agree with Alan 
about this game. 


WORM WHOMPER is beautiful 
to look at, as are most of 
the games that come from 
Activision, but the graphics 

ive us a lot of promise that 
he nae play simply fails to 
fulfill. In facet, the game 
coon here shows a definite 
ack of creativity, and I'm 
afraid that nothing will save 
it from eventual obscurity. 
Like Alan, I thought the play 
was too simple and hard to do 
well. In some cases, this can 
make for a good game, but in 
this case all it does is 
throw enough things at you to 
make it hard -- but nothing 
to make it exciting. 


It reminds me a lot of 
Activision's earlier VCS 
game, PLAQUE ATTACK, without 
the very cute and graphically 
well-done pieces of candy 
attacking your teeth. Here, 
the worms crawling across the 
sereen look like worms 
(aren't you thrilled?), 
though I don't rememeber ever 
seeing ape trying to kill 
worms with a spray gun. It's 
also hard to aim the gun at 
anything in particular, which 
makes enjoying the challenge 
about as impossible as any- 
thing can get with me. Even 
though other games I've liked 
were difficult, this kind of 
difficulty has no real pur- 
pose. Hence, who really cares 
about saving this garden from 
a bunch of worms? I say let 
‘em have it! You would do 
well to leave this game for 
the worms, too, There are 
much better games for Intel- 
livision, and Activision has 
been > cay wines for a good 
share of them. Look into 
those. 


RATINGS: 


t: Too familiar 
Graphics/Sound: Good 
Difficulty: 
Student - Graduate 
Interest: One Day - One Week 








ART MASTER 


From General Consumer Elec- 
tronics, for their Vectrex 
Graphie Computer video game 
systen. 


ART MASTER is the car- 
tridge that comes with 
G.C.E.'s new Light Pen, for 
use with their Vectrex Graph- 
ic Computer System video game 
eonsole. The Light Pen is 
about the size of a standard 
felt-tip marker. It plugs 
direetly into the Vectrex's 
second joystick console port, 
to be used in conjunction 
with the first controller 
console and the ART MASTER 
cartridge. 

With everything plugged 
in, turned on and in place, 
the Vectrex artist can choose 
to "Draw," "Connect," or 
"Animate," simply by pointin 
the Light Pen to the desire 
option and coy a button. 

Vectrex artists can draw 
with the lightpen when in 
Draw mode, or make dot draw- 
ings, to later be connected 
by lines at the press of a 
button, in the Connect mode. 
In the Animate mode, the 
video artist can make illus- 
trations on a series of "pan- 
els," (as few as two), then 
animate them, again at the 
press of a button. The move- 
ment of the animated drawin 
ean also be sped up or slowe' 
down, just by tapping the 
fourth button on the control- 
ler console while the picture 
is in motion, A 


OPINIONS: 


ALAN: I was impressed with” 


this new addition to the 
Vectrex family of video won- 
ders, especially the Animate 
mode. In fact, if it wasn't 
for the ability to animate 
your drawings, this would be 
nothing more than an expen- 
sive Etch-a-Sketch, As it is, 
the Vectrex Light Pen and ART 

cartridge still serves 
no useful purpose, other than 
supplying you with an inter- 
esting diversion for a few 
hours at a time. 

And it's fascinating to 
watch the video drawings you 
can create with this little 
wonder take shape, then, if 
you wish, come alive before 

our eyes, It's also great 
or keeping the kids happy 
for hours on end, just draw- 
ing and sketching and making 
their own little "mini-car- 
toons," one after another. 
Unfortunately, the very young 
won't easily master the com- 
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plexities of drawing and ed- 
iting lines on the screen. 
That is the Light Pen's only 
major drawback, 

I think G.C.E.'s new Light 
Pen is yet another step to- 
ward proving once and for all 
that their Vectrex system is 
one of the most underrated 
little video game units on 
the market today. I still 
wish I could think of some- 
thing useful to do with the 
ART TER cartridge, but 
then again, what's so useful 
about whittling (and, by that 
remark, I mean the kind you 
do just to pass the time 
away, just shaving one chunk 
off a stick after another). 

If you like to "whittle" 
away the hours playing with 
new technological wonders, 
you might want to pick up the 
Light Pen and ART MASTER 
ada for your Vectrex. I 
have a feeling you'll be even 
more glad that you bought it 
when you see some of the 
other cartridges they have 
coming for use with it. 


MIKE: As Alan said, this 
isn't a game. If that's what 
you're looking for, it isn't 
at all for you. The Vectrex 
Light Pen and ART MASTER 
eartridge is, however, a lot 


of fun, My daughter enjoyed 
it a lot. It's a creative 
tool, an innovation in the 


home video game field that 
was a long time in coming. 
You won't create genuine 
works of art with this car- 
tridge, but that's not the 
reason for getting involved 
with the Light Pen. Like 
Alan, it reminds me a lot of 
the Etech-a-Sketch that has 
been so popular for so many 
years, and the ability to 
animate your drawings does 
indeed add to the total con- 
cept. 

As with all new innova- 
tions, this isn't a cheap 

iece of equipment, and there 
is only one thing you can do 
with it at this time, but 
there are more new uses for 
the Light Pen coming, also in 
cartridge form, and they 
should make your investment 
even more worthwhile. My son, 
who is older than my daughter 
and was less enthralled with 
the ART MASTER cartridge, is 
waiting for the music car- 
tridge that is now in the 
works. But he's always been 
more interested in music than 
he is in art. 

The cartridge is designed 
for kids, and there is reall 
very, little here that wil 
hold an adult's interest for 
long, unless you're like 
Alan, and enjoy controlled 
doodling. It's not an easy 
device to work with, and the 
pictures printed on the box 
the Light Pen comes in aren't 
as easy to duplicate as the 
instructions would lead one 
to believe. 

Still, I think the ART 
MASTER cartridge is worth the 
money now, though some of you 
might want to wait and see 
the new carts that will be 
coming for use with the Light 
Pen soon. At least, we're 
told these cartridges will be 
coming out soon. Still, the 
Light Pen and ART MASTER 
eartridge will provide the 
kids with a decent change of 
pace, making it worth taking 
a good hard look at, 


RATINGS: 


Concept: New 
be So rhbed beer Good 
Difficulty: Novice 
Interest: 
Three Months - One Year 


ZAXXON 


From Coleco, for Mattel's 
Intellivision I and II master 

t video game systems, 
Sears' Super Video Arcade and 
other, similarly-compatible 
systems. 





This is the Intellivision 
home translation of the ar- 
cade game of the same name, 
for one or two players at a 
time. It plays and looks much 
the same as the VCS version 
(described in an earlier is- 
sue) does. 

The player controls his or 
her ship by pressing on the 
disk controller, Pressing on 
the top of the disk makes the 
ship fly higher, pressing on 
the bottom of the disk makes 
the ship fly lower. Pressing 
the left or right side of the 
disk makes the ship fly to 
the left or right. Either 
side action button fires the 
ship's lasers. 

or the uninitiated, the 


object in is to fly 
over a endpaper to 
asteroid first, while dodgin 


enemy fire and walls, an 

serine low enough to blast 

away the alien defenses and 

avoid heat-seeking missiles 

that attack as soon as the 

ployer flies too far at too 
igh an altitude. 

If the first asteroid is 
successfully passed, the gam- 
er's ship enters space, to do 
battle with a fleet of the 
robot Zaxxon's own fighting 
ships, before coming upon a 
second asteroid -- the cen- 
tral base of Zaxxon, the 
rym alien robot that is 
the player's ultimate target. 
On the second asteroid, the 
player must do battle with 
moving Mobots and more jets, 
among other defenses, to 
reach Zaxxon himself. The 
player's ship stops all for- 
ward movement when Zaxxon 
enters the screen, and must 
instead fly back and forth 
trying to blast the rocket 
Zaxxon holds on his deadly 


vidieo today 


Formerly Video Heaven, Inc. 


person, and blow the alien to 
smithereens before he blasts 
the player's ship instead, If 
the player succeeds in elimi- 
nating Zaxxon, the action 
moves on to a new defensive 
asteroid, then to a new Zax- 
xon base, and so on, until 
all of the gamer's ships are 
eliminated, 

The play is for points, 
scored for blasting enemy 
targets. Blowing up Zaxxon 
earns a huge bonus. 


ALPHA 
SQUADRON 
NEEDS 
YOu! 


VIDEO FIGHTER PILOT 


A 


Se ectiteiac ile 


MIKE: For the most part, 
Coleeo has so far only been 
able to bring a good transla- 
tion of this arcade classic 
to their own ColecoVision 
system, This version proves 
that point again, I know that 
the Intellivision system is 
capable of a better display 
than the one used for this 
version, because I have too 
many games for Intellivision 
that look better, even with 
more complex play. In fact, 


(CONTINUED ON NEXT PAGE) 
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STARFIGHTER COMMAND 


fhe STARFIGHTER COMMAND video recognition pack 
is the ideal gift for you or someone you know 
who flies and fights in the excitement of to- 
day's space battle video games. Each pack in- 
cludes a red,white, and blue iron-on jacket 
patch, an ID card, and a handsome parchment 
style 8"x10" certificate stating you as a 
video fighter pilot with rank of ensign in 
STARFIGHTER COMMAND assigned to ALPHA SQUADRON. 
The patch is pictured above. Top quality work- 
manship backed by a MONEY BACK GUARANTEE. 


TO ORDER: Send §2.98 for each pack ordered & 
50¢ per total order to cover shipping. Make 
checks payable to STARFIGHTER COMMAND. 


NAME: 

STREET: 

TOWN: 

ZIP. 

Quantity ordered 
VISA/WAS TERCARD 


ST. 


SEND TO 
STARFIGHTER COMMAND 
EARTHBASE ALPHA SQ. 
P.O. BOX 656 
CLERMONT, FLA. 32711 


B EXP. 
Phone orders(904) 394-0727 VISA/MASTERCARD 
FAST DELIVERY 





To Order by Phone Call: 
616-392-2877 


Lowest Prices Anywhere! 


The one complete source for video games and computer 


software. 


C folelaalaalel=(olalsl 


eTEXAS INSTRUMENTS*COMMODORE®eAPPLEe 
J eACTIVISION*IMAGICeSTARPATH*® VECTREX 


ATARI 


eMORE!e 


MATTEL 
ELECTRONICS’ 


eATARIeMATTEL*COLECOe 


COLECO 


Send .25 for complete catalog 


P.O. Box 144C, Holland, Michigan 49423 
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(CONTINUED FROM LAST PAGE) 


the graphics on this version 
are no better than they were 
on the VCS version -- and 
those weren't even that good 
for that system! 

With this in mind, we'll 
move on to a discussion of 
the play itself, which is 
what really matters in the 
long run. To begin, let's 
clarify one thing right from 
the start: if you like a ver 
simple slide-and-shoot wit 
two screens, then this just 
might be your cup of tea. 
Unfortunately, there are an 
awful lot of us who won't be 
satisfied with this sort of 
simplistie play any more, 
Nothing new has been added to 
the theme, either, other than 
the fact that you can fly up 
and down as well as from side 
to side, In this respect, 
Intellivision ZAXXON is prob- 
ably a bit better than the 
usual SPACE INVADERS clone 
but it's still not enough of 
an improvement to warrant 
your attention, 

My personal advice is that 
this game should be left 
alone so that it can die a 
peaceful death, rather than 
being thrown through the tel- 
evision screen, 


ALAN: I couldn't agree more, 
Mike! I'm hii really 
tired of seeing Coleco pro- 
duce VCS displays and game 
play for Intellivision. It's 
an insult, The system is 
capable of better than this 
and the designers who pro- 
duced it were only satisfied 
with doing their jobs and 


nothing more. There is never 
any excuse for that. 

The game play is simplis- 
tie to the extreme, to match 
the graphben, As Mike has 
pointed out, it's just a 
slide-and-shoot with a couple 
of minor differences, and not 
a very good one at that. 


RATINGS: 


Concept: Familiar 
Graphies/Sound: Poor 
Difficulty: Novice 
Interest: One Day 





THE 
TRADING 
POST 


Modules for Atari Computers (No 
soldering! -- LIKE NEW!). 16K - 





$15.00, 

Hartmann, 
Valley Stream, 
(212)347-4845 (9AM 


32K - $30.00. Bill 
140 Arkansas Dr., N. 
NY 11580, 
- 3PM). 





ATARI 5200 OWNERS UNITE! Join 
hundreds of others in the club 
that brings you the newest 
Supersystem cartridges JOUST, 
DIG DUG, POLE POSITION, 
SPACE DUNGEON, and 
MOON PATROL 25 percent off 
retail! Write now for free 
information and complimentary 
issue of our monthly newsletter 
~ ARENA. XBERTZ, The Supersys- 
tem Association, POBox 157, 
Racine, WI 53401 or call 414- 
634-8009. 


NEXT: We've got another 25 new video games to review, we'll begin 
our complete coverage of home computer games, including news, 
reviews and features, an interview with |magic's Bob Smith, 
Readers* letters and mini-reviews return, and MUCH MORE! 





GIFT GUIDE... (CONTINUED FROM PAGE 7) 


bunker in which to hide, Available for Intellivision, Atari 
2600 and in a new IBM version, 

Mattel Electronics, 5150 Rosecrans Ave., Hawthorne, CA 
90250 (213)416-9169 


The Joyboard, from Amiga, is the unique new controller 
for 1983. Available in formats for the Atari vcs, Atari 
computer series and ColecoVision, the Joyboard replaces the 
joystick normally used to control video games, 

The major differences be- 
tween the Joyboard and the 
typical joystick is that you 
stand on it! Thus, you use 
your entire body to control 
the action on the screen. 

To utilize this porperty, 
Amiga has developed a series 
of games that maximize this 
new gaming perspective. MOGUL 
MANIAC, a slolom skiing game 
where you are the skiier, is 
included with the Joyboard in 
the proper format when purchased. SURF'S UP -- a surfing 
game, with the same player perspective, S.A.C. ALERT, a 
flying game and OFF YOUR ROCKER ~~ a party game combining 
memory and agility, are also available. 

As the Joyboard replaces the joystick it can also be 
used with virtually all other games. It adds a unique twist 
to games like MS. P., ATTACK and FROGGER. At the 
same time, it turns Activision's new DECATHALON game into a 
real workout, 

The Atari VCS version of the Joyboard is available now 
at a wide variety of retail outlets, selling in the $40 to 
$45 range. The Atari computer and ColecoVision versions 
will be priced in the $50 area and will be available before 
Christmas. 

Amiga Corporation, 3350 Scott Boulevard, Building 7, 
Santa Clara, CA 95051, (408)748-0222. 
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You don't need your own space ship to know 
the galaxy of video games is a crowded one, 
Every month, more new "stars" hit the shelves 
than any of us can keep up with, That's why you 
need THE LOGICAL GAMER, 

Each issue of THE LOGICAL GAMER tells you 
about all those new games -- the ones coming and 
the ones now available -- with more detailed 
descriptions and double reviews than any other 
video game publication on the market today. And 
our news pages, editorial features and reader 
comments are second to none. All at half the 
price of most newsstand video game publications! 

Why not start saving money -- and getting 
more fun out of your video game system -- right 
now? Fill out the coupon and mail it with your 
payment today for a full year of the best month- 
ly home video game buyer's guide going. We won't 
steer you wrong! 








HELP!!! I'm spinning through space and I need a 
navigator! My $15.00 is enclosed. Please send me 
the next 12 issues PRONTO! 

NAME 
ADDRESS 
ODT Yi STATE, 
MASTERCARD/VISA # 

EXPIRES ______ SIGNATURE 


THIS IS A NEW SUBSCRIPTION RENEWAL —___ 
Canadian Subscribers please add $5.00 per year. 








ZIP 











